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Iam deeply indebted to many people, without whom many of the ideas on 
these pages would have died stillborn. It has been a long, long year 

r of trial end trouble, but made easier by friends both old and new, 

ches This supplement is dedicated to them certainly and with heartfelt grat- 
itude, but it is also to those characters that lived,loved, and died 
dn pursuit of loot and glory that my true dedication goes. 


2‘ Koryu, leader of the forty-seven Ronin; Elric the Hell-Lost; Daniel 
i. the True Defender of the caning Isles; Jothar, Champion of the House 
= of the Rising Sun and Baron of the Realm: Kazamon, the Ring Bearer, 
“..,% hobbit and changeling; Benk the Benighted; Hamal Assad's Twelfth Lancers; 
bes: Mithrom, bandit ‘turned demon; Mogadore the drunken dwarf; Zorella, ama- 
se ton leader of the doomed Hell Raid; Lasuli, elven and unafraid; Fredrick 
wht the Bold, -glayer of Smaug and Sauron; Bolo Mark Nine,destroyer of a 
~<. . dungeon near slayer of an entire world;. the Seven Spartans and their 
never broken shield wall; Telso the grim mage; a1 of.you are forever 
graven in thé tron legends thet will forever follow your steps through 
allternity. To_you and the shades of near four hundred dead I lift 9 
tankerd of Rumbie Tumay's ale in respectful salute. 


Without: 211 of you I” could never have dreamed my dreams of Jlory, tbr 
beheld the beauty of the Misty Mountains of Arduin. 


David A. Hargrave 
% ~ Richmond, California 
a » February (977 
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FORWARD 


About a year ago, thie book firet saw the light of day. Since then a lot 

has passed under the bridge of time. During that time a lot of things both oottens 
bad have happened in the fantasy gaming field. Throughout it all I have endeavoured 
to maintain the high standard of honesty, truthfullness and friendliness that I latd 
down for ayself and that you came to expect of me. The high acceptance that my book 

( and myself personnaly ) have received has shown the wisdom of these standards. I 
promige to continue on in thie way for a0 long as you,the readers,desire me to. Thank 
you for a good year and I hope we will be sharing many more together as friend: 


This book 1s offered in the spirit of sharing, and I hope you will share it with 
otheras for in the sharing of fun and hobbys, the true meani: mndahi. 
often aanifests itself. mess cia Sa 


Thie book is solely a uct of ay imagination although many friends hel; 
painfull birthinge There fore I would like to thank Greg Stafford of the Chabeiuse od 
Feter Savoy and Bill Voorhees who believed enough to put up money when it wae needed 
and a really hardworking Francesca The Besused for typing the entire thing in one 
truely funtastic seeke To all of the othera, players all, I too give a hearty round 
oe nErLauass for it wae in the play and the testing that the ideas became concrete 

° 


Although we have upgraded each printing as beat time and finances will allow, this 
book is still in semierough forme All questions regarding this book or any of the 
other products that I now produce will be answered persopnaly by me, with no middle- 
man or other, barrier between myself and you the readers. I am a one man operation, 
and I apprecjate all constructive criticism as well se compliments, so feel free to 
write me direct at: 


DAVID A. HARGRAVE 
5411 CARL AVENUS 
RICEMOND, CALIFORNIA 
UeSede 94804 


If any person, organization, company or other entity either singularly or collect- 
ively 18 offended by any part of this book, I apologize for it now; Soeeriti a 


Bow TO PLAY THE GAME 


It seems that wost new players are uncertain as to the sequence of play tm a fantasy 
game so here is a rundown of most play situations. 


OVERLAND TRAVEL: If the route 4s off marked primary or secondary reads, it goes like 
thip? Move for one hour, then rol to see if you encounter randos monsters, then move for 
‘an hour and repeat the roll for random monsters. During daylight there should only be one 
chance in six of meeting monsters, unless you are in woods, marshes or jungle, in which case 
it 4s two chances in six. At night however, all chances are doubled. At any rate, ifa 
monster is encountered, then the sequence of events goes as follows: Determine the distance 
between you and thellonster (from 20-240' in open terrain, from 10-120' in semi-covered 
or hilly terrain, from 10-60' in thick forrest or other vision reetricted terrain, and 
alvays halved at night), then determine who can see it and who can't (simple line of sight) 
‘and then determine the monster's reaction to seeing you (roll a twelve sided die using 
thie scale of reactions: roll of 1-3, sonster 1s frightened off, roll of 4-6 and the 
monster shys back a bit and appears hesitant and nervous, roll of 7-9 and the monster 
warily approaches the party, and a roll of 10-12 the monster launches iteelf in a screaming 
‘attack upon your party without regard to it's own safety. For intelligent foes the 
table is: roll a 1-4 end they fl toll a 5-8 and the indecisively stand around and debate 
on what to do, and of course, a 9-12 is an unhesitating atteck upon the party), once that 
the distance of the moneter and it's initial reaction are determined, then it goes like 
this: 1£ the monster is charging and he ie lees than 30' away, chis constitutes a surprise 
attack, and your party may not react until the monster has completed his sovement and attack. 
Thereafter it is a very simple matter of the fastest dexterity attacking first, and the 
next fastest next, and sc on down the line. This is covered more completely in the section 
on combat, But a short description would be: all attacks are wade, all movement is uade, 
repeats itself. Because it ia the dexterity that determines what 
attacks go in fi: 4t quite frequently happens thet a warrior will strike his opponent 
just before it is struck in turn by a blast of magic, and hie veapon ie caught in the 
effects, or he himself is. Such fe the stuff weleeas are made of. 


After the battle 4s over, and ell of the healing that is possible is done, then the 
movement process is repeated until the ngiht camp is made, One point here, it i 
recommended that you have ten hours each of daylight and night, with two hours each of 
semi-light et dawn and dusk. This will be maintained yeer around unless you decide to do 
whet I did nad heave a set of seasons and the like, at which point you're on your own 
brother! 


So there you have it, move an hour, roll for monstere, and move an hour and roll, ad 
infinitum. The only change you may wish to add into your game is a die roll once an hour 
to see if you are lost (one chance in six of this happening), however, I recommend that this 
rule only be used in extremely difficult or overgrown terrain, or outs’ de of the boundaries 
6f the lands where all of your adventures take place, or in pursuit situations at night. 


It is also recommended that guards be posted at night and vith the party's mounts while 
they are down in the dungeons, because # good umpire will always hit you when you least 
expect it. 


Expeditions inside dungeons are just the same, only it is elvays dark, so bring your 
own light. 


If you are at a lose as to how you can decide just what type and how many monsters came 
up on the random monster roll other similar role-playing games have a fair list, but your 
better off compiling # list of your own, and then rolling percent dice to see waach kind 
pops up. Coneider 1-3 people as a base unit for a dungeon run, and add more monsters for 
every three people on the run (if you have a party of three, then only one red dragon shows 
up, if you have 4-6, then it's two and so on). It's really very simple 1f you want it to be. 


In the Arduin Universe, the ability to advance to higher levele is based on sarned 
werit and not on acquisition of treasure. Therefore, points are given for sany reascas, 
but WOT for gold or other treasure. After all, it is the act of robbery, not the amount 
atolen, that gives the chief his experfence. 


SAINT ALL OUTLAWB 


Parl piiarbesonpinr Fri rit = a ama law, for each situation is different 4 RB8882888828888898892888888888 
POINTS GIVER SEASON GIVER | 3 rides dg aggaseeds ARSAGESRS TRESS 
add 
400 peeeh (orice weccenetel revival), reincarnation, curse changed into. i 
anot type entity, etc. 
ve dacan's gun pitchers, secieer seaplasy'pameeter tteshe ote tute PEC CCE CECE ELEEEEEELEE CEG 
350 Defeating ia single combat, demi-gods or major demons (above and beyond Ages ARSARSNSSATS FY RIAT LAI ARAS 
325 Defeating in singic combat, any creature that is four times your sise or ad 
300 he sirioe dante arettacetanentn pa F Soplosives jetta’ ot: Lach 
Aeeting & chee arate Cechen fey een, RERERSRERRRTRESE EEL ESESESSERS 
ve iag Sper spall etsy te at Taly Sng cates % * 2" A= SAREARSURSERS HES ASAE SRS SRRE ALS 
250 Being cursed, acquiring a cursed item, dying but being regenerated back 


to life, using spells of major asgical import (astral body, teleporting, | 

prismatic wall, etc.). j 

225 Acquiring most staffs, major rode (lordly might), ueing a single vieh, 
acquiring plus 5 weapons or armour, and doing heavy magic spells (wind 
walk, phese door, cure desease, raising the dead, regenerate eanna points 
or liebs, etc.). 

200 Acquiring icems that are plus 4, magical items thet are unusual (wands of 
wisardry, olsver's lash, etc.), doing difficult spelle like: limited viehee, 
all peychically draining one like: ESP and the like. 

17s Acquiring plus 3 items, wands, aost tings and esulete, and doing spells such 
as transauting rock to mud, monster summoning and the like. 

150 Being point men,* ecquiring plus 2 items, lesser rings, amulets, etc., 
soins epelle like dimension door, deactivate trape, polymorph self, and 
the Like. 


contimed 


BOPERIEROR LEVEL CHART 
Traders, Paychies and Witch Hunters are covered on the sections 
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425 Acquiring single or Limited use itess (single-shot, spell storing ringe, - at RIRAZSRABSKES SRS RESARARARRS 
etc.), plus ons items, doing spells like: wisard eye, or thresing a / a 
igs thunderbolt that kills the 8.B.M. just in tine. to save the party. / 
Being expedition leader, coming within one point of dying, acquiring 
potions (100 pointe per does), ecrolin (100 pointe per level/per use), | PEPCEEEEPEEEEEREECEEEEEEEE EL ERS 
and for doing epells like: create food and water, mass invisibility, etc., 22 6 a BO OD AN. 
3 Being rear guard,* doing simple detection spells. | 
» Figuring out a trap, tripping ome and taking damage, all lesser spell use 


(locks, knocks, winds), going over half damage, doing extra dangerous end 


wocalled for acta (checking for secret places, when you know there are traps, 8 RBSRSRSRSRSSISISSSSSBSSSSSSSS 


TA asda GAs SRSRRSSRONSISO SII IG 
“Means up to Sed level, 4th pete 1/2, sbove, zero. RASAARAPTRORG SAAS PATI LANES 


adda 


2, 

4, 

2 

a 

2, 

3 

9. 

22, 
26, 
33, 
40, 
46, 
55: 
62 
69, 
, 
108 
122, 
177, 
208, 
279, 
350. 
vse 

13 
oF, 
776, 
1,060, 
1,39 
1,618, 
3, 
As before, lst level starts at sero points. 


f snsaaeeeg see seseasatseanttey 
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WAPENIENCE IBVEL CHART 
experience pointa needed to improve the character level. 


section on points to see acme of the mys they're earned, 
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CBARACTER LIMITATION CHART 


Ghevacter Type Cleric Mage Thief, etc. Marrior Peyehic Honk Palidin All Ovhera 


fumes cd a th on * on th -m 
Lita 8th 8th sth 10th or * . bial 
1/2 Rift 10th 6th 12th 8th Lied 6th 6th Lied 
Urek Hai 8th 6h ae biel * a * biel 
Ore 6th oth Lied leh « a La od 
1/2 Ore Oth Sth * 10th ath ath * we 
6th 3rd 10th 10th * * e * 
Dwarf ath 36 12th 12eh Ld Ld Ld on 
6th =10th as ae Sth a iJ Lid 
Hobbit 6th 6th on 6th Sed e . Lid 
Gaoll 4th ath loth betel « * s biel 
Kobold 2nd ath ath LJ * « an 
Goblin 3rd ath 10th Sen Ld * * an 
Hobgoblin 4th Sth 12th 6th a * « ae 
11 * * oo ® « * * 
Kobbit 4th th - 7th ind . * a 
Gentaur 4th oth * 12th 3rd e « on 
Saurig * Seth * 10th 3rd a * = 
Phraint * * ol on ® a t * 
Mer-Nen 10th «10th « 10th 3rd LJ ® on 
Mermaid 6th = 15th * a 12th « td * 
Triton 2th | 12th Sth an * e Laid 
fth 4th Sth beded Qed och #8: 
Gisats 6th 4th * an ‘* « « * 
Titan ry Pry * on ith a rs on 
Goore 6th Sth 12th 15th * « on 
Haggorya * 6th rd 6th 2nd 2 * « 
Cave Man * 4th 2od bch 2nd * e biel 
Gargoyles * a loth 20th * ® ® on 
* 2nd 8th Bth « * a batcd 
Pixies e oth an 4th and * a Laid 
Wixies * Sth * ard 10th * * Lad 
Felines ‘* 10th ae bid 10th * s e 
Canines 10th and 4th id 4th e e Ld 
Mamnale 12th 4th 6th hued 4ch * a baal 
Avains « 3rd 10th Lied 3rd Ld * a 
Piscoids * * * Cid ad . s 
Spiders * Sth aed on Sth « . Led 
Insecta * * 1S-h oe « * * on 
Exotica Var. Var. Vat. Var. Var. * * Ver. 
All Others Var. Var. Var. Var. Var. ) a Var. 


“Means that this category ie closed to that character type. 
**Means that there is po limit to the experience levels attainable in thie eres. 
Var. means that it varies according to specific type. 
Obviously, normal insects end snimals are not smart enough to do guch of anything, but 


there are vere-crestures and other types that will fit the bill, eo these guidelines are 
meant for them. 
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+1 to 
strength constitution, constitution 
2 to strength & dexterity 


ual 


Muscular Very muscular 
+1 to 
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NOTES ON FANTASTIC BEINGS 


Continued 


NOTES, OBSERVATIONS, TYPICAL STUFF 


13 
CHARCTER AMD ALLIGNMENT OF PLAYERS CHART 
I, 


Die Roll Allignment Kill Lie Toler- Loyalty Cruelty Generel Rotes 
Pector Factor ance Pactor Factor 
Factor, _ 
1-15 Lavful, 01x Kever 100%, 100% Kone Goody two shoes type, 
good always smiles 
16-40 Moderately 25% 05% 75% 85% 052 The “true” lawful 
Lawful type, @ little rough 
around the edges. 
41-45 Marginal- 50% 252 50% 752 20% Those losing “faith” 
ly lewful in the “syatea,” 
46-50 Lawful 100% 50% 05z 50% 90% Fanatical, bigoted, 
evil arrogant, nasty. 
31-60 Reutral 25% 35% 65% 715% 05% Ready to accept most 
good any decent idea. 
61-70 True 50% 50% 50% 50% 25% 0 The true coin flip- 
Neutral per, anything once! 
71-75 = Marginal- 75% (65% 35% 25% 50% Fairly erratic, some- 
ly times evil/cruel. 
Neutral 
76-80 Neutral 100% 95% 102 05% 75% Crafty, refuses to 
Evil commit to anything. 
81-85 Chaotic 25% 352 65% 652 25% Most Elves fit this 
Good category. Unpredictable. 
86-95 True 50% 502 50% 35% 50% So unpredictable even 
Chaotic he doem't know what's 
next. 
96-98 Chaotic 100% 99% Olz 01x 100% You may never know what 
Evil he'll do, but you can 
be cure it’s nasty: 
98-99 Aworal De- 100% De- None De- Only does whet is 
pends* pende® pende* best for himself. 
100 amoral 100% 100% Kone Hone =e As above but he likes 
Evil it better if it screws 
others. 
+ Ineane De- 100% De- Rone fe Cuckoo, plain and 
pendat pends® simple. 


a 


on the situation. 
StAg above but usually 100%. 
*t*Variable up to 100%. 
4th 202 chance on each type. Roll for it. 


de 


01-02: 
03-04: 
05-06: 
07-08: 
09-10: 
11-12: 
13-14: 
15-16: 
17-18: 
19-20: 
21-25: 
26-30: 
31-32: 
33-3: 
35-36: 
37-38: 
39-40: 
41-42: 
43-44: 
45-49: 

50: 
52-55: 
56-60: 
61-65: 
66-70: 
71-722 
73-74: 
75-76: 
77-78: 
79-80: 
81-82: 
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1 with longswords, -2 versus cold end disease. 

+1 with shortewords, -1 versus all magical attacks (even clerical). 

+1 with all axes, -3 versus all dragon “breath.” 

+1 with spears and all pole arms, -2 versus all aiesile attacks. 

+1 with sabere/cutlasses, etc., -3 versus “stoning” and paralysis. 

+1 with maces and flaile, 2 constitution, but -3 versus sleep and charm spells. 
41 with norningstars, whips, bolos and slings, ~2 with ewords. 

+1 with all non-mechanical bows, -2 versus all djinn ani ‘reet attacks. 
+1 with al] crossbows, javelins end throwing darts, but -1 versus cold. 

41 with al] knives, etc., but -1 with all other veapons. 

Mountain man, +3 to strength and constitution, climb like a thief. 
Woodsman, +3 with all bows, +2 hide in trees, etc., +2 agility and dexterity. 
Bad liar (-5 chariema when eo doing) but +4 charisma to opposite sex, 
Natural locksmith, pick locks like a thief, but -2 versue poison. 

#2 resistant to all undead attacks, but ~2 to all missile attacks. 
Ex-seafarer, who cannot be drowned even in full armour (he sheds it). 

Flesh tastes bad to monsters (75% chance they'll “spit you cut"). 

SOX better vision and hearing and ability to see in the dark as an elf. 
Desert born, +3 to constitution and can find water 85% of the tine. 

Good horseman, can buy them for 20% lese but camels hate you. 

+2 versus all magical spells only, but ~3 versus all breath weapons. 
Religious fanatic, -4 charisma and an inability to work with "pagens.” 

+3 with rapiers, and -~2 with all other weapons, 

A coward, -8 save versus fear and alvays heve @ 50% chance of fleeing. 
Stupidly brave, even greater demons don't scare you. -5 wiedoa. 

Dragon friend, +2 save versus 411 dragon sttacks (65% chance of talking), 
Elf friend (they'll never atteck you first), you epesk their languages. 
Undesd friend, they won't attack SOX of the time, -4 chariens. 

Roll eix sided die, edd the number as a plus with any one wespon type. 

~4 chance of figuring out mechanical, -3 intelligence. 

Your _one desire is to form a secret society, add +5 charisma, 

Easily falis in love, opposite sex get +8 charisma versua you. 

Taught by a true weaponsmaster, get +2 with all western weapons. 

Bump of direction (75% accurate) end weather predictor (65% accurate). 

Born to kill, you truly savor it, -2 chariema, 25% of going berserker. 

Born of a normal mother and an efreet father, you are 100% fireproof. 

Bates dragons (90% attack on sight), 90 are +4 when attacking thea. 

You ate @ secret were-creature, roll to see whet kind. 

You were sired by an unknown demon, add+2 ro all charactaristica and eaves 
You have the astural ability of "true sight.” . 

You are a natural warrior, add +] to all of your physical sttacke. 

You hate mages, therefore add +3 to all magical saves. You kili them. 

You ere a young giant (roll to see vhat kind), are 7'10" takk, weigh 498 lbs., 
have maxisum normal strength, are 3+2 dice and will go up @ level (you are 
firet level even though you are 342 dice), every 25,000 points earned as a 
warrior (that means going up one hit dice also}, until you reach the maxieum 
size for the type of giant you are. Thereafter you add one hit point per 
25,000 pointe earned. And as you grow in levels you grow in size until you 
properly built. And as giants sre aot particularly handsome, -3 on your 
charigna, 


#& This indicates that there is a 98% chance you will be chaotic, end a further S0Z 
chance you will be terribly evil, but all so very secret. 


SPECIAL ABILITIZS CHART 
FoR 


MAGES, ILLUSLOWISTS, DRUIDS, ALCHEMISTS, 
MEDICINE MEN, PSYCHICS AND 
THOSE OF MAGICAL NATURES 


RESULTS 


+1 with deggere, dodges well/+l versus missiles, large monsters. 
Chronic insomnia, +5 vereus sleep spells but -5 charisma. 

Movement competent, -2 versus “stoning.” 

+50% vision with night sight, +1 ability to find secret doors. 

Fire and tight competent, _3 versus blindness but -3 versus insanity. 
Animation and disanimation (paralysie, etc.) competent. 

+2 constitution, +1 strength, +5 ego, and -5 wiedoa. 

Time and gate competent, with total inability to use all “cold” spelle. 
Flesh tastes so bad to monsters they spit you out 95% of the time. 
Bump of direction (50%), weather predictor (also 50X% accurate). 

Undead competent, +3 versus undead life drains and paralysia. 

Sleep and charm coupetent, -3 versus all dragon "breaths." 

Cold and poison competent, -3 veraue magical disintegration. 

Fear and confusion competent, -3 versus efreet and djinn ettacks. 
Elemental competent, +2 versus their attacks, but -5 versus cold. 

+2 with daggers, -2 veraus poisone end -4 versus venors. 

Ability to smell poieon (50% accurate), but -3 its effects. 

+1 to all character abilities but -1 on all magical vorks. 

Dragon friend (also speak high and low dragonish). 

+1 versua fire, -1 versus poison gasses, and add +2 to intelligence. 
42 versus cursed acroile but -2 versus all other cursed items. 
Polymorph competent, but ~3 versus all polymorph on oneself. 

Excellent liat (+5 charisma when doing eo), -3 veraus undead attacks. 
Undead friend (50% chance of talking not attacking), -5 chariems 
Liquide (water, oozes, etc.) competent, -2 versus disease and 4. 
Teleport, phase and dimension door competent, -2 with all weapons. 


+1 with all edged weapons, but -1 with all magic. 
AML speile +1 versue gen but ~1 versus all undead. 


Natural linguiet (read languages and speak 10 additional). 

Natural magical linguist (read all magical writings without touble). 
Can "sense" the value of all treasure within 10%, by handling. 
Totally fearless (fear spells do not work), but -5 wiedoa. 

Hake two rolls on this table ignoring thie number. 

Natural ability to memorize one spell per level more than normal. 

Roll again on this table and once on the "clerical" table. 

Elf friend (alvaye welcome to them, speak their languages), +3 agility. 
-1 on all character abilities, ~3 veraus all spelle or magic. 

Magic competent (all magic), with the ability to pick locks and disarm 
traps as well as a thief two levels below your magical one, end the 
ability to climb equivalent to an aseassin ona level below your own. 
Your one major drawback ie your +8 charisma. 
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SPECIAL ABILITIRS CHART 


aqmnies oc aie reed SPECIAL ADILITIZS CHART 
> BARDS, roR 
SINGERS, WITCH HUNTERS, PALLIDINS and ‘THIEVES, MOWKS, WINJA, HIGIIAYMEN, CORSAIRS, 
sLLOF Pir tgerees aia ‘THAR ASSASSINS, TRADERS, SLAVERS, RANCERS, 
MATURE AND ALL OF THOSE WITH A MORE 
OR LESS "SECRET" MATURE 
DIE ROLL 
ae SESULTS DIB BOLL RESULTS 
01-02: Mount 
soar ted tenet too 2 to strength, agility and dexterity. Clinb as a thief, 01-02: Natural lockenith, work at two levels above normal for these abilities. 
05-06: Macural Bnguiet toad 10 or 208 hase) ride 202 farther per day. 02-03: +3 with daggere/knives, etc., -1 with all weapons. 
07-08: Sickly and anemic, -2 off languages to speak, read all others). 04-05: +2 agility and dexterity, but -3 versus ell attacks by oozes/slimes, etc. 
09-10: Guta: compatenty pi Fa all cheracter attributes, cannot be "hasted.” 06-07: 42 with all ssbere, cutlesses and the like, -1 with spears, etc. 
1-12: Piab 2 viama bet sere all undead life drains and paralyzation. 08-09: Good liar (45 chariema vhan eo doing), -3 versus cold. 
13-14: Plus 3 ave ridin hic ‘rength, but -3 versus all dragon “breaths.” 10: 42 with rapiers/foils etc., -3 with all other weapons. 
15-19: Golem competent. plus A oeetieachine’ 3 vere aol me ceiat eee rary ieneeane beg te gett arity piles hall ates danas Habe See ciais Is 
2: ie aus all non-c! to erity, CG weapons angels. 
Zias, BigP of direction (75% accurate), but clutsy, ~5 deaterity aod agility. is-i6; Crean exained, 43 to agtitty, dexterity, edd 25% to clizbing ability. 
26-30: Good with enimale (50% rane or eee sae defending spainet those types. 17-18: Arrogant, chariema ~4, but +3 eave versus magical spells. 
31-32: 50 better eyeoigh chance of becoming “friends"), -2 vereus cold. 19-203 +4 with throwing knives and garrot, -3 versus poison end venoms. 
33-34: Pica besten neat t (aight vision also), but SOX worse hearing. 21-25: Conceited, charisma -2, but +2 versus clerical magic. 
35-36: Chronic t rr tee Natinn sca chance of being “spit out"). 26-30: 42 ability to bide in shadows and darkness over and above normal. 
37-38: Dragon friend, can speak wecusahiy’ ehete: lene so Shewr eveliey- ete; ete Beer nibh pa Aether ps ot een high ood tee ae Bid ne 
39-40: T languages. 1 ‘agon fr: ‘can naturally sp i ragonish) . 
Airis; getisga! nase spormpetent (-2 of ait heala, spelle, ete). 35-36: #1 co all character attributes but -2 versua all magic (even clerical). 
46-50: a] point totals per dice healed). 37-38: Boll twice on this table, ignoring this nusber and -1 versus fire. 
Mess Media pin ‘stoning," -2 versus all poison and venons. 39-40:  -1 from all character attributes, but alec +2 versus all missiles. 
56-60: Dacca beschomith (ability as a thief for picking locks, etc.). 41-45: Quick Learner, add 20% to all pointe earned after each expedition. 
61-66: Natural’ abiite As pide to hepa and ability to find water (902). 46-50: +1 with longewords and spears, but -1 with all missile weapons. 
67-68: Ability to ‘sas aes eisae (95% accurate) and possession (75%). 51-35: Heal at +1 point per dice healed, but -3 versus all diseases. 
69-70: Dodge vell, plus Bite es ALit accurate), but -5 versus “stoning.” 56-60: Poor liar (-4 charisaa'when so doing), but +3 with a sling. 
N75: -3 versus all undead lite an area dexterity, vith plus 1 versus missiles aleo. 61-65: +2 with shortswords, +1 with ell knives, etc. but -1 with ell axes. 
76-80: Natural ability to temottse one spell per level sore than corel Tt Sieh Rape ot eee ee Sameer? pelts mal cake te 3 ele pet dessa) 
gl-1 tT level sore t! normal, L752 er a wt tect poison c per level). 
aan Fepcil'aed Seta staff end cudgle, but -2 with all other weapons. 76-80: Can naturally “sense” the value of all goods/treasure, etc. (98% accurate). 
85-86: Plus 3 save Sesece ahirtiat atynnert -1 versus all missile attacks. 81-82: +3 strength, +2 constitution, +1 agility, but -4 vereus poiscn/venom. 
87-68: Hates all an a “aod! thay “con confusion, but -2 off intelligence. 83-84: +1 charisma generally, +4 versus the opposite sex, sexually agressive. 
89-90: Plus 2 eave oreiseh Ah etent sense it so will attack 85% of the time). 85-86: +2 at detecting trape and secret doore but -3 vereus all missiles. 
91-92: Keen aeaan of enell (75E chance of {dentifyiag any apoctye te ES eee ala eats, ieocaa thus some 
94: jen ag any spoor). i twice on e (8. ret ignoring thie ir 
ase = ae gabreatable vowa of poverty, so can never have over 20 ¢.3. 91: You're a natural in your role, ‘start at the second level, adavnce 20% faster. 
6 Clarice, nd Pius, plue 4 to wisdom and versus al} undesd attacks. 92: 42 with all swords, -2 with all other weapons, and -3 versus fear. 
Sy ot  cheracat spell competent (all spells), and elf friend (seo mages list). 93: ‘Religious fanatic (like the Thugee) and will work only for your faith. 
98 ot You pave Prat bees aetenant foe niror @ you sod hapless Arne os wrerecae et eeiea oa wirer oh eee ie Sioalorrs ee 
. are now an anti-cleric. 3 —3 ve cul scrolls or other versus sons. 
a i i eid blessed by your God (+2 save versus svertthing). i 96: Extremely greedy (75% chance you will try to steal all items of value). 
% : tf your intelligence, wisdom and charisas, for you have become a singing 97: Tan naturally “sense” all illusions and magic 75% of the time. 
See or att acts tad easy octane, ar Nerdy sed you ill diedte cre geet ier oregano tecape fee 2 pala er ee 
quarter-staves 2 speal H 
nor will you ever aspire to riches, giving away all over 500 care ate ites 100: Sired by a vampire father end a normal female, you have the ability to with- 
stand all undead life drains and apralyeis, end in fact they will noreally 


take you for one of them and leave you alone, however your charisma is 
subsequently never higher than 9, and you have an aversion to all clerical 
types and to Fire (retreating 50% of the tive). You are « loner and shun 
all but one or two close friends, and go put only at night, but your night 
viaion make s that easy. Poison and venoms only do 1/2 damage to you and 
you pacurelty regenerate one point per minute (with all of the restrictions 
of trolls). 


1 
SPECIAL ABILITIES CHART 
FOR 
TECHHOS, RORMALS, SAGES, and COURTESANS 
ALL OTHERS NOT COVERED 
DIE ROLL RESULTS 


Good liar, plus 5 charisma when so doing, plus 2 otherwise. -2 versus cold. 
Stunningly good looking, charioms ia 25, but super arrogant. Plus 8 ego, 
Naturally wechanic, sbility to figure out devices 90% of the time. 
Ability to discipline your studying habits and plus 3 to intelligence. 
Naturalist, can alvaya find edible plants, check for good water, etc. ** 
Pocttia . wut not Fight under any circumstances. 

tent warrior, can fight as a firet level warrior if pressed. 
36-40: Total unbeliever in magic, thus -5 saves versus al) magic (even clerical). 
41-45: ELF friend, speak all their languages, chey alvays help you. 
46-50: Natural linguist, add 10 apoken Languages, alvaya understand/read others. 
51-52: Happy-go-lucky, drinker, carouser, always spend all your money. 
53-54: Sexual athlete, plus 5 charieme versus opposite sex, never get enough. 
55-36: Watural knife fighter, plus 5 with all knife type weapons. 
37-58: Total coward, -8 versus fear spells etc., 90% chance of als fleeing. 
5960: Secret were-creature (roll to see what type), 95 chance o! ‘being chaotic. 
61-62: Member of @ secret society of evil and ancient ways. Plus 3 ego and charisms. 
63-64: Natural ability to detect magic of all types. 
65-66: Watural ability to detect traps of all types. 
67-68: Panatic racist and bigot, you hate all not of your kind. -3 charisma. 
69-70: Sadistic, arrogant, athiest, -4 versus all magic, plus 8 ego, plus 3 strength. 
W735: bist Liseda help all in need, huable, plus 4 vereus all magic, plus 8 ego, plus 3 
76-80: Obese glutton of unssnitery end foul habits, -6 charisma, plus 6 vereus poison.** 
81-85: Hatural ability to “know” when food or drink is poisoned (100% accurate). 
86-90: Good horseman, can buy them for 45% leas, ride 40% farther daily. 
91-95: Animal friend (not monster), 65% chance they'll help, not fight. 
96-97: Dragon friend (75% chance they'll talk not eat you). 
98-99: Flesh tastes bad to monstera (98% chance they'll "spit you out"). 
100 + Roll once on any three tables of your choice ignoring this number, but if you can't 
use what you roll up, tough, you're stuck with it. 


**If you cannot obviously have thie characteristic and still be the type of character you 
are supposed to be, roll again. 


cial Mote: 


These characterietics are only guidelines, but if you accept the responsibility and roll 
for them, then you must accept the results as a permanent part of your character thereafter. 
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HARGRAVE'S TRADER (MERCHANT) CLASS 


Note: Intelligence Range: 12-16; Constitution Range: 15-18 (prime requisite). These 
two ranges must be met if one is to be a Trader. They progress by earning 
experience in “commerce." Por every 1,000 g. value in businese they earn 10 
experience points. (100,000 g.s. = 1,000 pte.) Of course, they get fighter's 
point and the like aleo. However, if a Trader never caravans/saile out of 
his city he can never exceed 10th level. 


Traders are e class that combines many facets of warriors, slavers, techno's and 
normals’ as well ss possessing their own special talents. Traders can “bargain” 
for reduced cost of items, can find buyers for hard to sell items (for a commission 
of course). He (or she) has access to all sorte of useful information (through 
the guild) as to the locations of oases, mountain passes, caravan routes, etc. They 
can be interesting and formidable characters. 


Note: “Bargeining” starts at 52 discount and improves 2% per level up to 40%. 
Then up by 12% per 3 levels to SOX (maximum). {0 bargaio and enjoy! The ability 
to “equivocate” (talk so fast, logically end convincingly that sll intelligent 
creatures sy either, a) help you; b) be so confused as to not hinder you, or 
c) flee in confused agitation), starts at 5Z per level then goes up 22 per 
level to a 60% chance then up 12 per 4 levele to o 50% (maximum). They 
always roti on a 6 aided hit dice up to 10th level. Then up 1 point per 
1 


Tredere way vear leather armour only (with shield) or chain sail (no shield) 
and may use any non-missile (no pole arms either) weapon. Shortewords, scimitere and 
ocessional rapiers are favored. Traders have a bse 35% chance (up 1% per level) of 
knowing proper directions overland even without maps. They can also pick locks, dis- 
ata trapped chests, etc. like a thief 1/3 their own level. They also have the ability 
to “appraise” the value of any object with a 75% base accuracy, start upping at 2% 
per 3 levels thereafter. They can also read, but not use magic scrolls. 


Points Reeded Level Pighting Special Ability Gained 
Ability 
oO lst 1 Start “bargaining” ability 
2,250 2nd 1 Start "dirsctional” ability 
4,500 3rd 1 Start "picklock, ete.” ability 
6,750 4th 2 Start “read magic” ability 
9,000 Sth 2 Start “equivocare” ability 
13,500 6th 3 May use crossbows at 1/2 level 
18,000 Tth 3 3rd mate equivalent seafarer 
22,500 ath 4 Add 5 languages learned 
27,000 9th 5 Equivalent 1st level Monk sbility 
31,500 10th 3 2nd Mate equivalent seafarer, wey use crossbows et 
full level 
54,000 15th rf Equivalent 2nd level Monk ability, lst mate 
equivalent seafarer 
99,000 20th 9 Equivalent 3rd level Monk ebility, add 10 
languages learned 
144,000 30th 13 Sea Captain equivalent seafarer 
504,000 50th 21 let level illusioniet ability 
1,046,000 100th n Becomes automatic guildmaster, in his country end 


gets double thief/illusionist abilities. 


20 WM CHARACTER TYPE 
“PSYCHIC” 


General Motes 


This character is « “naturally” peychic person. He cen never have any 
characteristic higher than 12 except intelligence (prime characteristic) which is 
rae ter ore not very physically inclined, tend to be dreamy and "out of 
it” most of the time. They can never use magic spells of any kind. © items 
can be used (if they remeber to) but wore than 3 being carried at ince brseka 
their “paychic concentration.” Rever wear armour. Only Men, Bobbits, Amazons, 
and 1/2 Rives may be Psychics. All of the “intuits” start at a base of 75% and 
work up at 5% per level. 


Special Rote 


Hit dice are always 6 sided because Psychice differ in their beliefs ebout what 
they do, they have no separate "names" for each level. Use what you like for each 
personality, uee manna pointe (but use wisdow-intelligence-constitution) also. 


Level Points Level Points Level Points Lavell Pointe 
let ow 6th «10,000 (5) —s-Llth 31,000 = 20th ~—-85,000 
2nd «1750 (142) 7th =—13,000 (6) 12th 37,000 = 25th 130,000 
3rd 3800 (2) 8th 16,000 (642) 13th 43,000 30th 175,000 
4th $250 (3) 9th 19,000 (7) ath 49,000 © 40eh 250,000 


Sth 7000 (4) 10th 25,000 (742) 15th 55,000 50th 325,000 
fadd 1 point every 2 levels thereafter 
Level Ability 


lst Intuit traps. 

2nd Intuit secret doors, intuit poison 

3rd Cleiraudience, intuit enesies (25% base, up 10% per level hereafter) 

4th Intui evil, speak to plants and animals 

Sth Clairvoyence, unlock chests, etc. 

6th Levitate, speaks in tongues (1 new language per day, per level hereafter) 

7th Mentel confusion, mental fear (the singer of fear) 

8th Man-tracking, invisibility (from 1 person/monster for each level hereafter) 

9th Intuit Magic, unlock doore, etc. Psychic "chains" (hold up to 3+1 dice 
immobile, up 1 dice per level) 

10th locate objects, Monster tracking, ESP, MIND BLANK 

lich ‘True sight, nightmare (phantasamsl forces) 

12th Intuit objects (magic value-curses, etc.) 

13th Mental “ecreas” (stun up to 20 hit dice total for 1-6 melee turns. Add 1 
die every 2 levele hereafter. 

1éch Mental fist of striking (2 dice, add 1 pt. per level hereafter, range is 60' 


adding 5' per level hereafter) 
15th Telepathy, mental hand of grasping (as above, but holding like « giant) 
20th Telekinisis, enimate objects, mental suggestion 
25th Yogi, self healing (1 point ger turn, up to full hit value) 
30th Teleportation, psychic force field 
3th Mental (astral) projection 
40ch Project inssnity 
45th Project mass insenity 
50th Death (explode heart) projection 


NEW CHARACTER TYPE a 


"The Barbarian" 


Barbarians are uncivilized, unlettered warrior types that intensely dislike 
all technological ideas and items more complicated than a crossbow. They 

are extremely vulnerable to magik, believing in it too much for their own 
good. They dearly love to fight, and get a +3 save versus fear, as well as 
iaving a 50% chance,in any combat situation, of discarding their missile 
weapons and charging in glee! The only exception is against undead, which 
they hold in superstitious awe, They will (Roll 01-100) retreat in an orderly 
fashion 60% of the time, stand fast but with -1 attack due to their awe 30% 
of the time,and 10% of the time retreat in compleat diserray- 

They can choose at any time durin, combat to go Berserk, adding +4 to 
their attack,but subtracting -3 from their defense. Once berserk, they will 
fight blindly for 1 melee turn for each level lessthan 20th level that they 
are, even if all of the enemy are dead. There {$ also a 60% chance for Ist 
Ievel Barbarians going berserk uncontrollably, rolled for every melee turn. 
This decreases by 5% per level attained, a 13th level Barbarian going berserk 
only by choice. 

They move 35% more silently and have 35% better hearing than civilized 
types. Their sense of smell is S0% better, and hey climb 40% better also. 
They can never have a dexterity or agility of lessthan 11, strength less than 
12, constftution lessthan 14, wisdom more than 1Z,intelligence more than 14, 
or charisma more than 16, Their egos are always at least 13, and after you 
have rolled your character up, add +1 to his hit dice (up to 12th level). 

Humankind,amazons, dwarves, orcs of all types (as well as all goblin types) 
and hobbits only can be Barbarians. Elves are always civilized, other types 
being either civilized or pre-barbarian in nature. 

Barbarians prefer axes, two-handed weapons, and spears, and usually wear 
leather armour or none at all (a few being rich enough to have chain mail). 
Never start a Barbarian with more than 60 G.S., and never allow them to know 
more than three languages ,regardless of intelligence. 


re per neeemmermnpnerreenerienr-shie Sian —seNae 


NEW CHARACTER TYPE 
“RUNE WEAVER" 


Rune Weavers were the original human wagik users, learning their craft 
from the reptillian races of eld. Their magik is atrong than that gener- 
ally practiced now, It is, however, slower acting, thy in its con- 
juration. They never wear armour, but do carry staves and dagge They 
use a 6-sided hit die,and have a "prime requisite” based on the average of 
their dexterity and intelligence. Then multiply the prime requisite £ their 
level to get their mans points. Do not divide as for other mages. Their 
spells take one melee turn per level In power of continuous rune weaving to 
work (with @ one turn delay after completion). Modify this by subtract ng 

1 melee turn required per four Tevels in experience. Rune weavers may sa ‘ely 
weave spells one level above the level normally available according to their 
level. They can weave spells two levels above with a 30% failure rate, and 
3 levels above with a 908 failure rate. Any rune interrupted when 50% or 
less completed simply fails to work. 51% to 85% completed and it misses fire 
in a random direction at partial strength. 86% to 99% and it boomerangs back 
on its user. For every level a Rune Weaver is greater than the level needed 
to use that rune,add10% to the spell's attributes. 


Rune Weavers do not dispell, they "unravel": Thus, if 9 Rune Weaver 
wished to dispell or "unravel" a 20th level spell,all he would have to do is 
to "unravel" it for 20 melee turns (1 turn per level), using the full dispell 
magik mana cost each turn. But it would work 100$, nofailure. “Detects” 
work similarly,but the rune weaver “follows the weave” to gain insight. For 
every melee turn (and full detect magik mana cost eachturn} he gets a 20% 
chance of success and 5$ information. Thus er 5 turns he'd be 100% sure 
it was magik and know 25% about it. So he'd "follow some more weave" and 


get all the information he wanted, right up to 100% knowledge after 20 melee 
turns. 


Level Designations 


1st: Initiate; 2nd: Novice; 3rd: Spell Spinner; 4th: Spell Weaver; 
Sth: Runeling; 10th:Rune Weaver; 15th: Mester Rune Weaver; 20th: High 
Rune Weaver; 25th: Red Weaver; 30th: White Weaver; 40th: Grey Weaver; 
50th: Black Weaver; 60th: Silver Weaver; 70th: Gold Weaver; 80th: Death 
Weaver; 90th:Moon Weaver; 100th: Star Weaver. 


NEW CHARACTER TYPE 2a 
“TECHNO! S" 


Techno's are specialists that disbelieve 100% in magic, and work 
from a strictly scientific point of view. They can "figure out" nearly 
any mechanical or technological item, given enough time and resources. 
They are constantly dismembering dragons to see where the flame thrower 
was hidden! Or getting eaten! They dislike intensely all forms of mages 
but tend to grudgingly tolerate clerics. They never wear armour unless 
it's something like a flack iechet: They also never carry anything except 
technological weapons to fight with. The: think warriors are "a bunch 
of nea derthals", They have a S0¢ base chance, improving 1% per level, 
of “figuring out" mechanical devices, and a 10% base chance, improving 
2% per level, of figuring out" electronic devices. This means learning 
how they work, not why. If they choose one of the above as a "specialty", 
add 1S$ to base, but then they can only "figure out"that type of things. 


Level Designation Abilities Acquired with Experience 


lst Probationer No special ability 

2nd = Student Ability to automatically "figure out" 
rudimentary mechanisms 

3rd Student Tinkerer Ability to wey ure out" simple mechanisms 


(i.e., clocks, timers, etc.) 
4th Tinkerer's Assistant Ability to "figure out" mechanical traps in 
1-20 minutes (roll) 


Sth Tinkerer 1st level thief pick lock ability, increasing 
34 per level hereafter 

6th Master Tinkerer Ability to detect mechanical traps, 25% base. 
up S$ per level 

7th Techno Apprentice Ability to detect electronic emanations, 
35% base, up 5% per level 

8th Techno 3rd Class Ability to detect mechanical "weak points", 
20% base, up 5% per level 

9th Techno 2nd Class Ability to detect radioactivity, 10% base, 
up 1% per Level 

loth Techno Ist Class Begin chemical and explosive “figuring" at 
20% base, plus 2% per level hereafter 

15th Techno Begin simple construction (i.e., flintlocks, 


clocks, deadbolt locks, etc.) 
Begin early medical technology; also percussion 
firearms, etc. 
25th Laboratory Assistant Begin moderate construction (i.e., revolvers, 
bolt action rifles, etc.) 
30th Assistant Scientist Begin elementary computer construction, 
build automatic weapons 


20th Master Techno 


40th Scientist Can begin nuclear CEgursng’: at 10% base, plus 
2% per level hereafter 

soth Research Scientist Begin elementary robotic construction and 
early transport technology 

60th Inventor Begin intermediate robotic construction and 
early flight technology 

80th Master Inventor Begin advanced robotics, early bionics, and 


laser technology 
100th Master Manufacturer Advanced sciences, space flight (early) 
technology 


24 NEW CHARACTER TYPE 
“MEDICINE MAN" 


Medicine Men are barb ian priest/mages, being somewhat akin to Druids. 
They can perform magik from all three categories. They never wear armour 
or use weapons other than their mystic war clubs and ceremonial daggers. 
They acquire animal "guides", usually pune or wolves, 1 per each 3 levels 
of experience, which do all that is asked of them, even unto death. Medicine 
Men sre elso well versed in herbal lore, and can brew poison or poison anti- 
dotes of one 8-sided die in potency per each 2 levels of experience attained. 
They must divide their mana three ways, using each third for clerical, 
mage type, and druidical magik. They cannot use any of the "true" offensive 
spells such as fireballs, thunderbolts, wagik missiles, etc. But they can 
use thunderclap, wind, or other "natural" spells offensively. They can, of 
course, use all form of defensive magik. ey do not turn away undead like 
clerics. They can also do “drum magik", which @ssential!y "drums a spell", 
taking two melee turns per level of the spell required. This has only a 
20% cost in mana of what it normally would have. For every two levels over 
the level required for its use, the drum magik can "drum away" 1 level oF 
undead (cause them to flee). 


Level Designation Special Powers Acquired (No Mana Cost To Use) 
Ist One Who Learns None 
and One Who Helps Speak to animals 


3rd Medicine Dancer Speak to plants 
4th Medicine Drummer Speak to the dead 


Sth Healer Heal light wounds for all once per day per level 

6th Ghost Drummer Drum Magik 

7th Low Shaman Conjure animals, 1 die worth per level hereafter 

8th High Healer Heal heavy wounds for all twice per day per level 

Sth High Shaman Detaraine poison type and potency by sight and 
sme 

10th Medicine Man Cure disease once per week per 3 levels hereafter 

15th High Medicine Man Derecr hidden injury once per day per level 
ereafter 

20th Thunder Talker Create "earthquakes" once per day per 5 levels 
hereafter 

30th Wind Walker Wind Walk at will, 2 hours per level hereafter 

50th Spirit Man Become ethereal, 1 hour per level hereafter 


NEW CHARACTER TYPE 
Speciel Note 


Barbarians and Witch hunters detect each other and usually fight on sight. 
Usually only Himens sre of this type, although Amasons and Dwarves are occasionally; 
hobbits and Elves never are. 


General Notes 


These characters are religious fanatice (99% Christian) that are obnoxiously 
“holier chan “thou” in their attitude towards just about everyone and everything. 
They will work only with Levful types and will nearly always attack neutrals (752) 
oF Chaotic (100%) types. They are the only non-Magician or non-Clerical type that 
can use certain of those type spells. 


Advantages 


A. They can use the following spells (but only as the appropriate level is 
reached): 1) Detect Magic; 2) Detect evil; 3) Protection from evil; 4) bless (on 
himself only); 5) REmove curse; 6) Prayer; 7) Diepell evil; 8) Detect Lycanthropes; 
9) Dispell magic; 10) Heavenly strength; (They are the only types that can handle 
cursed items safely). The can memoraize these regetdless of their intelligence. 
Note: Divide their manna points by four not three. 


3B. They can "sense" the un-eed (30' indoora--90" outdoors). Starting with a 
20% base chance of succ then building by 5% per level. Nothing blocks this 
‘sense. 


C. Due to their righteous self esteem and beliefs they never have to roll ve fear 
or for morale except against Greater Demons. 


D. They get +3 (vs undead) saving rolls and +1 (ve magic). Their attacks 
ve Undead are always +1 (1st-Sth level), +2 (6th-l0th level), +3 (llth and above). 


E, They can charge "in righteous fury" (like « Berserker or Barbarian) and add 
+3 to their attacks. But like Barbarians, they must run it completely out. They can 
only do this va Undead or Evil Clerics. 


Disadvantages 


A. They will never retreat from the Undead or Evil Clerics but will stay and 
fight to the end (25% chance they'll charge in righteous fury). 


B. They can never have more than 12 intelligence or 15 wisdom. Their charisne 
can never exceed 9 except with Lewful types where it's +5. 


€. They will yse only maces (except in dire emergency when they'll use what's 
at hand, but rhen they'Ll do penance afterward), and will never own or use anything 
but strongly Lawful magic items (limit ie 1 shield, 1 ermour, 1 mace and 1 other). 
They will give to Clerics (65% chance) or destroy (30% chance) or leave behind (5% 
chance) all excess or other magical itews. Neutral/chaotic atuff fa always destroyed. 


D, Thay cannot (no chance) detect traps and are highly susceptible to disease 
(-3 saving rolls) and poison gas (-2 roll). 


E. They hate technology and refuse to use anything (except crossbows) complicated. 


26 MULTIVERSAL TRADING COMPANY PRICE LIST 27 
(in Gold Soverigns) 
WITCH HUNTERS TABLE 


Holy Water, 2 os vial 25 
Fotate it Fighting » Defense to Holy Water, 6+ 08 650 
Required ___Yevel_ Meme Spell ability Dice Capability Scale Arnor 30-65 Garlic, munch 3 
ry Wolfbane, sprig 10 
breed Let Chosen One 1 Men be pea erm roos Belladonna, sprig 10 
ae ; Apprentice Seeker 142 Men relaat jo20 = 5-day food, regular 2 
5400 tan. Seotatersoe God ; ae Saal] Shield io-18 agen fi et 
Man + 2 Probe po! 
7200 Sth  Boldier of God ry 2 Men large or Kite Shield 15-25 a (6"X4") oak plank 2 Medical Kit 35-0 
40,600 seh bape of God 42 2 Men +1 vEAPCRS, Offensive * rass-end) quar- Boots 5-25 
yin : dier of God 5 3 Men Teaser, 315 terstaff 4-3, Boots, fur-lined 10-0 
18,000 th Witch Bunter 6 3 Men +1 Theowing Knife 10 Grappling Hooks Cloak 5-25 
+ 9th Witch Bunter 7 Hero axe 7 Bronze 10 Cloak, fur-lined 10-50 
28,800 0th Witch Finder 142 Myrmydion an Throwing Axe 8 Iron 15 Pants & shirt 1-5 
ie:00 llth Witch Pinder a Myrnydion + 1 Heavy Throwing Axe 5-12 Steel 25 15' Leather Whip 8 
H 12th Witch Finder a2 Chapion Battle Axe S15 Mithril alloy 95 Climbing Pitona, X20 6 
30,400 13th Witch Pinder 9 Champion + 1 handed Battle Axe 10-25 Adamantine alloy 200 Steel 9 
37,600 16th «Witch Finder 2 Super ero War Pick 6-10 Pick, Shovel 3 Iron Doorstop, with 
64,800 Sth Witch Finder General ‘a Super Hero + 1 iar Vance $10 Each 50° rope 1 rll 
op 16th Witch Finder General - :) Super Hero + 1 face $12 Spikes, 12X6"s Aerial Saddle 425 
yo aie Witch Finder Generel : : Super Hero + 1 Morning Star 7-18 Bronse Y Artificial or wood 
7am. Moth Miteh Finder Ceneral - (Thereafter Short Fiall 7-45 Iron 2 Limb 5-500 
erie Witch Finder Ceneral * always Super 2-handed eee 9-18 Steel 1 3 Iron hand-hook 9 
108,000 let lech Pinder Gneray 0 MN? see Reese bod gee Selden cope, 
o ic x Spider-ailk 
122,400 2nd Witch Finder General = 7" ceniaey 20 Saal 1 Mr foot 200 
2 See i pees me, we 
" STEEDS AND EQUIPHENT 
Pari aeth Tee pcr a Seunitar, Outlase bi Cloth Backpack x2, Pony 65-80 
26th Marshall of the Lord Spear, 7° ae Torches, 6X2 hr. ra Small Wagon 100-145 
7 Marshall of the Lord = = any Pole Arn aise Lantern 15 Medium Wagon 150-200 
eee Laesttt of the lord 4 e Lance, 12° beter O41 (1 pint flask) = 2 Large Wagon 365-500 
237,600 30ch igh Mareball” id . oe bce 5060 Bronze (308 break) 5 hal pees 
_ there- 35th Judge of Heaven é ° Composite Bow 0-80 Iron (20%) Medium Draft Horse 0-50 
after up by 40th = High Judge of Reaven Light Crosabox 15-35 Stool (12%) 10 large Draft Horse 60-95 
30,000 pts : Heavy Crossbow 25-75 Hitheil (5%) 5 Pack Horse 25-35 
20. jeavy Tolte, (per 30)? Manantine (1%) 75 Heavy Pack Horse 40-75, 
ma a a Sling me 58 Mallet & 3712" stake 3° Light Warhorae 40-75 
Mirrors, s' Warh 
**Thereafter up by 1 point every two levele. arp irae (0) ney silver 15 Heavy Wathorse 200-935 
¥ . glass 25 Saddle 25-75 
eignteds 10 eg Seddlobag 10- 
o= Leather Banting 95-135 
Chain, Scale Barding 150-200 
POISON (per dose) z 
pe ae Plate Barding 250-500 
Uth-7th level 575 
8th-i2th level 875 
13th-20th level 1500 pe. 95 
a Cance 80 
: ANTIDOTE (per dose) Sock 75-1750 
bth-7th level 500 Small Caravel 5,70-8,70 
8th-12th level 1000 Nediua Carevel ames aed 
Large Caravel 
Ieee level tS Laburniun 10,000: 20; 000 
Doctor John's Salve 1000 Birese a, 7 
(heal heavy wounds ‘Trirene 331750-69, 500 
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MAGIC IN ARDUIN 


In fantasy vargeming there has been continual argument about magic and how it is 
to work. ‘The system presented herein is one that has undergone constant revision 
until it has become a truly workable system. I hope you understand though that this system 
ide a based from which to work, and that magic is limited coly by the reader's imagination. 


To memorize a spell, a wage has to sit dow and concentrate on his book of spelle 
undisturbed. The base for memorization is one hour per spell divided by the pumber ok 
spells that the mage mey memorize of that level. For example, using any other 
system, a fifth level mage may meworize 4 firet level, 2 second level, and one third level 
seat: ee be sits down Ss memorize his epells, it takes one full hour for the third 

evel spell, minutes each for the second level ones, and 15 minutes fe 
level ones; a grand total of three. hours. ig snch fa tha fies 


During combat, » mage say “fire” 2 spell he hes memorized every melee turn for so long 
as he has spells memorized. So the same mage that took those three hours to memorize his 
spells would te able to use a spell every melee turn for seven turns, whereupon he would bave 
no mora memorized spells to use, until he memorized more, or until he ran out of manna points. 


Scrolls are simply pieces of paper that have the pover of a spell imbued vithin thes, 
end have the trigger phrase written upon them. Therefore scrolls may be read and used i 


avery other se: mm, becouse it takes a little time to di anothe: 
unroll it, and tl . trigger phrase. . geome: wena h ewe eee Fe 


In both cases if the mage ie distrubed while saying the spell or reading the ecroll, his 
concentration will be broken, with the result that the apell could fail entirely, partially 
fire, or even boomerang back upon the user. Naturally thie is not exactly what the mage 
bay in mind, so discretion is indicated for all of those situations in which the mage could be 


In the universe where Arduin existe the use of magic is effected by all metals, so that 
mages cannot wear atmour of the mets] variety and function properly. Leather armour is fine, 
and even shielda wade of only wood and leather can be used, but most mages find that this 4 
cuts down their dexterity enough thet they seldoa use it. 


Mages generally do not need to carry weapons other than their daggers, but those of fifth 
level and above can use sagic svords, and those of tenth level and above may use all magic 
weston: panier! a Sever carry more than one et a time, for the use of weapons requires 

ecipline ea to the philosophy of de, and will i mage’: 
concentration if he relys on them too much. aa * neetierestires . 


Magic {9 indiscriminate and will destroy friend and foe alike, eo a mage should exercise 
great caution in combat situations, for in a melee it is all too easy to hit friends es well 
as enenies. Thersfore, as ao general rule, MAGIC SHOULD NOT BE ALLOWED IM CLOSE COMBAT 
SITUATIONS WITHOUT HEAVY PERCENTAGES OF CHANCE THAT EVEN FRIENDS WILL BE HIT. 


Tf a msge has tried a fireball ageinst an orc, and the ore made his saving 
only half damage, thet weens that as far as that particular of 1) is pect hay ges 
does not work well against that particule: orc She inl tres that riae Zomsads bie ceed 
Foll is sutomatically wade against that mages firebalis. It is simply that the mage's fireball 
magic is not quite the right brand of magic to “cook” our orc with. This holds true for all 
magic, and in a situation where the spell either effects you or lesves you alone, if the 
saving roll is made, then thereafter thet spell WILL MOT EFFECT THAT SAME TARGET. The only 
bright spot is that vhen the mage progresses up a level, hie entire armory ‘of magic improves 
end that little orc that got away will have to make hie saving roll all over again against 
those nasty fireballs. And remember aleo, that the converse is true; fail that saving 
roll and thereafter you set Rone against the particular spell that that mage fire, until 


reelf Bt . 
mere ‘ go ni eve] And besides, where one mage's magic feils, another's will 
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MAGIC IN ARDUIN CONTINUED 


Carrying thie a little further, we see a mage trying to detect sagic on a sword his 
heroic friend has found. If he falis to detect on the firet try, he will get no. cond 
chance as that sword just won't register to his detect sagic spell (until he goes up & 
Jevel and may try again). 1 think you get the picture. 


Remember aloo that to use a wand or staff, the user must concentrate in order to do 
so. Vor if just thinking about firing that wand or whatever, casually, was enough to 
fire it, then there would be a lot of accidental firings. And I for one do not chisk 
that mages would build magic wands that would go off in their faces, so a little concen- 
tration is needed (as well as physical contact) to fire those things. 


Remember also, that rings must be roteted to activate (fpr the same reasons), and that 
anulete and the like must be fingered or cupped iu the pale. All of which actions are 
uaually very visible to @ watching opponant. And if a warrior is wearing hie magic ring 
of flight under his srmored gauatlets when he saild off the battlements, then he'd either 
better grow winge or hope he lands on a nice soft pile of hay, because that ring ts 
unturnable under all that metal (and just try grabbing an amulet under a breast plate and 
‘gembeson). 


EVEN MORE MAGIC IN ARDUIN 


The upshot of all thie fe simple; you have to have your aagical goodies where your hot 
Little hands can get thes at an dnetant's notice. And if you want to really jazz up your 
game, just add in a PHUMBLE PHACTOR. What's a P & P you ask? Simply put, it is a percent 
for mages or whomever, to grab the wrong end of a wand or to read off the wrong spell on 
hie scroll in his haste to alay the onrushing purple uglys that are going to eat hia. A 
muggested base te 50% to start, going down 2% per level attsined, and modified by your 
dexterity (-5% per each point over 12 or conversely adding 5% per each point 1 than 9). 


Another area that ia seldom explored in fantasy gaming 18 what constitutes a "bit" 
when the weapon you've lobbed at the monster only hae to touch it to work? This is discussed 
in the magic section because most simple "contact" weapons are megical in nature. 


When using a weapon that requires no penetration to work such stasie compacted 
green slime grenade, just roll on the appropriate combat table, and tus 4 to your attack. 
When using something like e¢ shock wand (super cattle prod), roll and add plus 2 to your 
atrack (you get less because you sust close and strike se in normal coubat). 


When throwing an area veapon like a jar of magic shrinking potion, make your attack, 
adding plus 6, but then rolling percent dice to see how auch actually hit your target 
(and if friends are near, roll to see if they've been hit also). 


Another point to remember fe that fingers of fire, cones of cold and the like all 
have a tendency to "splash" when they hit a solid target. Therefore consider that 502 
will "splash" st ten foot range or less, dropping 10% for each 10 feet in range theresfrer. 
The splash will be divided in quarters, one quarter each going left, right, up and down. 
Therefore, if an eight dice finger of fire is fired at a gorgon seven feet away, 502 will 
splash, that ie, 4 dice (one die worth going in each of the directions}. That can harm 
friends if they are in the way. Thus, once again, we see @ limiting factor placed on 
magic. 


Sowe controversy has also revolved around “panna” or “spell” pointe and their 
application towards limiting magic use. In Arduin here ie the foraula we use: Take the 
mages intelligence and multiply it by his level, then if his intelligence is 6 or less, 
divide by four. 1£ it is 9 to 12, divide by three, and if it is 13 or greater divide 
by two. Therefore, a 7th level mage with an intelligence of 16 would multiply 16 x 7 112 
and divide 112 by 2 = 56 manna points that the mage will generate each twelve hour period 
of rest (or twenty-four hour period of activity), This is important as every spell used 
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requires an expenditure of mental energy by the wage, measured in unite called menna CLERICAL TURN~AWAY CHART 
points. Most first level spells use one to one and a half manna points to work and a0 
on up the Hine. 80 even though a mage could theoretically memorize twenty spells because VERSUS UNDEAD 
of bis level and intelligence, if he uses up all of his mentel energy in the first seven or 
eight spells, then that's all he can do for the rest of the time it takes to recharge 01-20 Die Roll Required for Turn-Away, By Level 
himeelf, end all of those memorized spells are only so much empty words. 

So how do you find out how ssny spells he can memorize? Well, many another Type 
geome has a workable system, but here's the one now in use in Arduini Simply remember what Undead 1-2 3-4 5-6 7-8 9-10 11-15 16-20 31-25 26-30 31-40 41-50 50+ 
the wazimum level of apells it is thet your wage can now use and use up the manna points = 
you have in any combination of spells that do not exceed your level's ability to perform, 
If you have half points don't be afraid to use them. A epell requiring, say 5 points to Skeleton 16 15 14 13 12 11 10 t: 8 7 6 5 
fire, can be fired with 2.5 pointe but at half power! . 

Zombie 17 #16 «©15~=«14 13 12 11. 10 9 8 7 6 

So you say once again how do you determine what level spelle can a mage use and again 
I eay that many another fantasy gamehas a nice workeble system'but as this is the Ghoul 18 17 16 15 14 13 12 11 10 9 8 7 
Arduin Grimoire, here's mine: For every two levela in experience, a mage can use one level 
of spelle. Therefore, a fifteenth level mage could use up to eighth level epells Wight 19 «18 17 16 15 14 13 12 11 10 9 8 
(15 plus 2 = 7, that fifteenth level thr-wn it over the top into the next level). However, 
there is a limiting factor based upon intelligence thet works like this: ‘The user's Wraith 20 «18 18 17 16 15 14 13 12 11 10 9 
intelligence is divided by two, thus a mage with an 16 intelligence could do up to ninth 
level spells (18 plus 2 = 9), but one with an intelligence of 10 could only do fifth Ghost - 20 = 18 17 16 15 14 13 12 uu 10 
level speils (10 plus 2 = 5). 

Banshee - = 20 19 18 17 16 15 14 13 12 11 

As there are spelle up to tenth level extant in Arduin and ancient legends of spells 
up to 30th level in power, well, it ia very obvious that mages will at one time or another Mummy - - - 2 19 18 17 16 15 14 13012 
have to increase their intelligence past the normal maximum of 18. Wishes are a good way 
to do this and some potions will eleo help on this. There ere many wore subjecte I could Spectre - NO - - 20 19 18 17 16 15 1413 
cover, but this supplement is meant to get all of you gamers to see that the sky is the 
limit end that no single person, publisher or organization can have all of the answers. Vampire - EFFECT - - 20 19 18 17 16 15 (14 

So take whatever I have that you like, use the old ablished 
fantasy gaming systems, delve into Greg Stafford's WHITE BEAR RED MOON, Morghoul =~ WITHIN - 2 = 20 198 18 17 16 618 
or any of the other fine magic oriented games and put together what you = - RES a 3 2 
like in a magic system. Who knows, it may end up such a good system Alniochers E #2 Ea ® ies 
that people will want you to publish your fantasy world! Lich 2 Z RANGES - - - - 20 19 18 «17 

WOTES ON PLAYER CHARACTER TYPES 

The classical fantasy game almost alwaye uses a Tolkeinian type cast of character 
types to a greater or lesser extent. This is not in itself bad, but it does rend to limit 
the acope of a game if they are all that are in the game. The people who do other games 
put much more than that into the geme, but it has been my experience that most players NOTES 


are highly reluctant to utilize unconventional characters. So to all of you who always 
seem to use eleven mages or white anglo saxon protestant paladins, this paragraph is 


Subtract two from the number required if the undead is of the same faith as the 
dedicated. For you will never know the joys of having your Jewish Kobold run up to every 


cleric, or subtract one if the cleric fs trying his "final try". If a roll is 
dvarf he see's and ask for # penny, no, you will never see your Phraint (insect) varrior made, the undead types will flee in the straightest line away from the cleric. 
leap fifteen feet over the heads of your more mundane comrades to get at the giant spider, The turn-away takes place in visual sight of the cleric up to 10' from him (plus 
for will you ever thrill to the sight of your centaur knight being followed through the 5' per each two levels). “A die roll double or more than that required for turn- 
passages of a dungeon by hie Sancho Panza holding a whisk broom, dust pan and large sack. away causes the undead type to discorporate, causing 100% destruction. 
Never vill you hear the complaints of the Brownie infantry squad as they vhine about 
that stupid half-ogres cheshire cat that keeps looking at them and licking his chops. 
And never is such a lonely word. Don't be lonsly, take a troll to lunch. The world is 
@ small place but is even smaller stiti in relationship to the ayriad worlds of the entire 
Alternity (alternate eternities). Do not be a small pleyer from a small world, embarce the 
whole Almanity and give the different types a chance. I think you will find that the world 
your game ia in will become a lot more fun if you do. 
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36 
RANDOM CHANCE CHART 
FOR MAGIK WEAPONS 
{Roll for each colum as required) 


DIE ROLL TYPE OF ATTACK DAMAGE INTEL- BGO 
SPI 
WEAPON, PLUS PLUS _LIGENCE. POWERS* ATTEIpOTES*® 
01-03: Dagger 1 1 1 Detect Proc: 
: Magic 100% cold if 
or tee Shorteword 2 1 2 2 Detect life 1002 fire proof 
-10: Broadsword 2 1 3 3 Detect allign- 
: ment 100% Lightn: roof 
11-13: = Rapier i 1 4 4 Detect Poison 100% aistatagesce 
proo: 
teow ate 1 1 3 5 Detect distance 1002 acid proof 
B tlass 2 1 6 6 pee t mechani- Anti-cleric magic 
a traps shell 
41-23:  Falehion 2 1 7 7 Detect magikal 9 Step life drain- 
7 traps 
24-26: bos end shalt 2 1 8 & Detect undead Ability to function 
27-30: ‘Two handed 2 2 9 9 41 dext WON stoning eesoee 
pidlerncaty to dexterity 100% stoning proof 
H-33: (light or 2 2 9 10 +2 to dexterity 100% dragon breath 
roll) Javelin proof 
oe Spear 3 2 9 1l +3 to dexterity Flaming weapon*** 
Heed Lance 3 2 10 12 +1 v. Undead Cold Weapon (as Flame) 
Meant Mace 3 2 10 13 +2 v. Paralysie Parelyze all bit 
3 Maul 3 2 10 14 +3 v. and Life Treat all armour 
Drain Losoe: 
47-49: Morning Star 3 2 1 15 +4 v. Atcacks Weapon hoeaea aria 
ible {edd 5 to attack: 
30: Bolo 4 2 12 15 Detect ail Weapon can polymorph ) 
Traps to type 
52-55: Halberd 3 3 13 16 Haste (20%/c cursed Wespen 
ite cursed: 
56-60: Bettleaxe 3 3 ety 16 Speed , Blemental conjuring 


61-65: 2-handed power (roll/type) 


bettleaxe 2 3 15 16 Flight Spell turn: abilit: 
66-70: Oe sea heavy 2 3 16 1? Levitation Spell ae ability 
nos roll) Throwingaze (i-6, any level,roll) 
3 Longbow 1 3 7 17 sOESP Ogre strength 
76-80: Shortbow 1 3 18 17) Mindblenk Stone 
pad Compositebow 1 3 18 18 Detect enemies Hill Giant 
90: Heavy crossbow 4 3 18 18 Clairvoyance Fire Strength 
91-92: Light crossbow 3 4 18 18 Clairaudience Frost 
93-94: = Sling 2 4 18 19 Invisiblity Storm 
95-96: Seaff Sling 1 4 is 20 Pass wall Drain 1 life level 
hit 
97: War Pick 2 4 20 21 Dimension door anti. ic helt 
98: Warhammer 3 5 21 22 Teleport Tebevesipsar 
99: TR 12-26" & 5 21 23° Dancing weapon All Djinn powers 
Fo. 
100: Special Oddities 5 5 22 24 Vorpal weapon All Efreet powers 


{non-chuks, and (the eame no. rolled 


14 
‘eroll one per each two intelligence levels over #14 


ttmroll one per each three levels over 12 when both 1 and E are 1? or more 
wahel-6 pts, 1-8 damage, 1-10, 1-12 (roli) 

01-10eAmoral; 11-25"Chactic; 26-SQ=Neutral; 51-100-Lawful; 

01-25=Good; 26~76=Average; 76-100-Evi1 


Wirhin the realms of the various 


PRISMATIC WALLS AND THEIR “USAGE 
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“dungeon worlds" there rages a controversy over 


Just what a prismatic wall ie, and how it may be used. Therefore in order to shed some 


more light on the matter, 
borders of Arduin. 


A prism is most often used to separate 
(giving one plain white light). Beca 
each with a different property and magical effect, 
of prismatic valle all differentiated ty color: He 


priematic walls and their properties: 


COLOR 


Blue 

Green 

Yellow 
Lavender 
Black 
Black & Silver 
Black & Gold 
Red & Blue 
Green & Yellow 


Purple & Silver 


Green & Cold 


EFFECT to people, etc. cross: thro 


11 missiles, 12 pts damage. 

T clerical spelis, flesh to stone. 
Stops all "detections," poison, 4-48 pts. 
‘all “breath,” 6-60 pts. 


all “death” epelle, 2-24 pte. 
all "disintegration," 1-100 pts. 


L time oriented spells, 3-36 pts. 

1 undead,, discorporating them, 

‘are not hurt in any way.** 

Stops ali lycanthropes, disintegrating 
them, aa above, normals are not hurt.** 
Stops all lesser demons, sending them back 
to "hell," normals are not hurt.** 

Stops all spelis fired from wands, and does 
damage only to wands (they explode) .** 
Stops all staff fired spells as above (they 
also explode on crossing).** 

Stops all greater demons as in the silver 
prismatic wall.** 

A general purpose force field, freeze solid. 


General anti-magic shell, insanity. 
Stops all “fire,” 5-50 pts. 
Stops all “cold,” 4-48 pts. 


A wall of “timestop"!!! ALL 18 stopped! 


Stops all "psychic" activity, mindwipe! 


Golem (all types) deactivation field, nor- 
mal types are not effected in any way.** 
Stops all liquids (acid, slime, etc.), 


dragon attacks, paralyzes then. 


Stops all “etheral,” gaseous, non-cor— 
porate from passing (10-100 pts), normals 
not hurt. ** 

Can be "keyed" to stop any single type of 
magical attack, 6-60 pts damage.** 


I herewith describe how they are thought of and used within the 


the colors of light, not to combine chem 
@ of thie we see prismatic walls as separate colors, 
thue giving tise to many different types 
re is a list of the know types of 


RULLIFYING AGENT 


Ice storm. 

Disintegrate. 

Passvall 

Magic mi les can safely 
penetrate.” 

Thunderbolts or electricity 
(8 dice and up). 

Fire of all types (8 dice and 
up only), 

Thunderballe (8 dice and up). 


Dispell magic and disin- 
tegrate simultaneously. 

Clerical continual light. 

Cold of all types (8 dice 
"Wind" spells of cyclonic 
intensity. 

Demons (all types) only way 
crogs it. ** 

Thunderclap or high intensity 
sound, *** 


Aa above for normale.** 
“Trigger” spello. Normals not. 
hurt .seee 


ae 
PRISMATIC WALLS AND THEIR USAGE (con't) 


*Special note: Priamatic valle, when locked upon, have capal 

hurt, etc. as outlined in other available gaming ayetane othe a ed 
**Indicates that the only way to nullif: 

a y that particular f. iE 

‘dispell magic" of ox greater level than the level of them rs tig haeste : 


***This means that the entity trying to trate 
Se ees Paychic attack or putter “Eindvipe." Mod, tase toad, meine eee 
Tit it saya! The luckless person has his entire menory, ago, aun of hinsel!, sucked trom 
toca ae Ly. | Permanently destroyed! He (or she or even it) become complete and 
bed othe ee inge. Rian can never again be anything but a mindless robot Fesponding 
“learned” teed commands even that capability takes 1-6 months per each command 
gever more than 10 command-limited responses be learned)). 


**#*This means that all dragon attacks, whe 
fail. The onl: * ther physical, “breath” or even magical will 
mentioned “eiager® eal tert that the dragon could make effactively would be the afore- 


One further note: Anyone 
level less then 20th of seeing 4 prismatic wall with "true sight” has a 5% chance per 


Teas then 20th of going permanently insane, and even if he doe: 
“paychicaliy stumed" for 2-20 <q 8 not, he will be 
speech, movement or inn cobereat tmeaghe stand around staring, incapable of voluntary 


Special Rote on Life Level (undead 
magically or otkatvine blace ve drains Experience earned levels that 


ire 
b) earning more experience. ry mey mot be regained in any way except by: a) wishes; 


Life levels lost to blood drains (or lost by unini 

telligent creat: fi 
belles eeue ined by sbeolute rest at the rate of one level iy month. “TE that rest aoe 
termi pad ey. peer tas healing process stops and may never be restarted for those 
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NEW AND UNUSUAL SPELLS 


DRUIDICAL MAGIE 


Name: YALYNWYN'S SPELL OF THE SINGING WINDS Level: Srd Mans Coat: 3 plus 
3 per hour to sustain Range: 120° Affected: 60' diameter plus addi- 
tional 10' per level over level needed to use E: ectea: A wonderfully scented 
gentle wind blows melodious music within the spe: area, which immediately 
charss all up to 6th level into sitting and listening raptiy. 


Name: KHARCH'S SPELL OF THE BINDING EARTH (also called “The Earth Mother's 
Kise) Level: 4th Mana Cost: 4.5 Range: 120' Area affected: Target only 
Effects: Target's feet /legs sink into the ground and are held for 10 minutes 
plus i minute per level over level needed for use. It will hold all up to 
double HD of user. One target only. 


Name: CUELCHAIN'S SPELL OF THE WONDERFULL WIND HORSE Level: Sth Mana Cost: 5 
plus 1 per 10 minutes' use Area afffected: None Effects: Horse-shaped air 
elemental of fog and shifting mist will appear to do the druid's bidding. It 
can "run" in the air at 48"/turn and attacks with 2 hooves for 2-16 each and 

1 bite for 1-8. It can be ridden or sent on errands. 


Name: MARLYN'S MIGHTY MYSTICAL MOUSE SPELL Level: 6th Mana Cost: 6,5 plus 
1.5 per mile traveled or 10 minutes Area Af None Effect: A tiny, 
snow-white winged mouse with golden eyes appears to do the druid's bidding. 

It ig 1+1 HD, 20 Dext., moves at 6" (24" flying), hae an Ac. of 3, and can be- 
come invisible or wall at will. It's bite causes those bitten to fall into 
a deep sleep (only a cure disease awakens), or if a save versus poison is made 
the hapless fellow is confused for 2-20 melee turns. The druid sees and hears 
all the mouse does. 


Name: CHASTARADE'S SPELL OF THE STONE THAT WEEPS IN SILENCE Level: 7th Mana 
Cost: 7.5 Range: 60' Ares Affected: 1 target Effect: A form of flesh to 
stone spell, except the victim ‘becomes a boudler his own weight. He also keeps 
full mental functions so he can forever regret making a druid mad! And of 
course a stone can only weep in silence! A save versus magik causes the victim 
to age 20 years! 


MAGES’ SPELLS 


Name: THE ROSY MIST OF REASON Level: lst Mana Cost: 1 plue .5 per minute held 
in place Range: 60' plus 10" per Jevel of user Area Affected: 60' diameter 
Effect: A cloud of rose-colored mist that causes all intelligent types to save 
versus magik at ~4, or be reasonable and discuss things instead of fighting. 
All unintelligent types have a 10% chance of leaving, 20% chance of being in- 
decisive, and 70% chance to eat you! 


Name: ANTI-WEB AURA Level: 2nd Mana Cost: 2.5 plus .5 per minute used over 
10 minutes Area Affected: Self only Effect: All webs, real or magikal, will 
not stick and will slide off, not entangiing the mage. 


Name: STEPHAN LE STRANGE'S SPELL OF THE INSTANT IDLENESS Level: 3rd Mana Cost: 
3.5 Range: 60’ plus 10' per level over level required for use Area ATfected: 
30' diameter plus 5' per level over lever required for use Effects: n 

the area save versus magik or sit around watching the clouds go by, the birds, 
the bees, ho hum it's a nice day to do nothing! 


ae NEW AND UNUSUAL SPELLS 


MAGES' SPELLS 
(Cont'd) 


Name: THE WAILING WHEEL OF FIRE (or "Pyroman's Pinwheel") Level: 4th Mana 
Cost: 4 plus .5 per melee turn retained Range: 33' plus 3" per user level 
over level needed for use. Area Affected: Variable at 1' to 5' across per 
user level over level needed for use Effects: A whirling, wailing pinwheel 

of fire showering sparks in all directions. All hit take 2-24 fire damage, and 
if 3rd level or less and within 20', save versus fear or flee in terror. Total 
concentration is required to maintain it. 


Name: THE FLAMES OF DOOM (or “Harbag’s Hellfire") Level: 4th Mana Cost: 6 
Range: 120° Area Affected: Target only Effects: Target bursts into biack 

ame that feeds on the life force of the victim! The fire does 1 eight-sided 
die of damage per melee turn and drains 1 life level. It takes a dispell magik 
and a cure disease, done simultaneously, to put out. 


Name: RHOAR-EEE'S TRANSIT SPELL (or "The Gone-Gone Spell") Level: 4th Mane 
Cost: 4.5 plus .5 for every minute more than 10 Area Affected: Any self- ving 


object of the e's choice Effect: Object moves at 10 times normal spee 

10 minutes plus 4 minute per ievel or level needed for use. 

Name: MASAYUKI'S MIST OF MALEVOLENT MISERY Level: 5th Mana Cost: 5.5 plus .5 
over 100' moved and .5 per minute retained pang 100' per user level over 
level required for use Area Affected: 15' cloud per level over level needed 
for use. It can be moved at 80° per melee turn Effects: A purple, roiling, 
squirming greasy fog that moans and gibbers. All 2nd level or less choke to 
death immediately, all up to 4th level save versus poison or die, save and 


suffer from intense confusion, dizzyness, nausea, and watering eyes as long as 
still in the cloud, and for 1-5 minutes after leaving it. 


Name: MORGORN'S SPELL OF RED DEATH Level: 6th Mana Cost: 7.5 Range: 90° plus 
5' per level over level needed for use Area Affected: And single target up to 
souble mage's own HD Effect: Save versus magik or be messily, noisily, and 
very fatally turned inside out! 


Name: WARAGEN'S WAVE Level: 7th Mana Cost: 15 plus 1 per mile sent Range: 
To the limtt of the mage’s mana, if desired Area Affected: 100 gallons o 
water per mage’s level over level needed for use. Effect: The water flows out 
of the river, pond, sea, etc., and flows to its designated target, rushes upon 
him, and smothers and drowns him. It then "relaxes" and is just water seeping 
away. 


Name: YORGAN'S FALLING FOR FOREVER SPELL Level: 7th Mana Cost: 15 Range: 240° 
Area Affected: Any size or number of target(s) not to exceed double mage's own 
HD Effect: the target(s) immediately become weightless and "fall" upward (in 

a direct line away from the planet) at 100' per turn. If a save versus magik 
is made, the victim(s) are still thrown very violently 100' straight up. 


Name: SULTHOE'S BLAZE OF GLORY Level: 8th Mana Cost: 10 to memorize and when’ 
fired, all remaining Ra : Variable Area Affected: Variable Effects: The 
mage may, in a desperate tuation, fire all of his remaining memorized spells 
in one burst AND utilize all remaining mana (not relegated to memorized spells) 
to boost their power, OR he may select one of his memorized spells and pour 

all remaining mana into it to boost its power accordingly (regardless of other 
spells memorized). In both cases the user will be unconscious for 1 to 12 hours 
(roll). 


ul 
NEW AND UNUSUAL SPELLS 


MAGES’ SPELLS 
(Cont 'd) 


Name: STAFFORD'S STAR BRIDGE Level: Sth Mana Cost: 18 plus 1 per minute after 
10 minutes Range: 120' Area Affected: Variable Effects: A rainbow-hued 
bridge of coruscating light %* wide and 20' long per level over level needed 
for use. It will carry any weight, cannot be hit by non-magikal things, and 
can be keyed to support any single type (or more), letting all others fall 
through selectively. 


Name: KHURLUU'S CALL OF THE HELL SPAWN Level: 10th Mana Cost: 20 plus 1 per 
mile to victim(s) Range: Limited only by mage's mana ‘Area Affected: Variable 
as to specific target or a simple "eat everything within 1000 yards!" Effects: 
Conjure and control 1 demon locust +1 per level over level required for use. 


Name: ANTIGAN'S SHELL OF SILVERY SAFETY Level: 11th Mana Cost: 20 plus 2.5 
per melee turn used over 3 Area Affected: Over mage only Effect: A silver, 
metallic, cylinder or force surrounds the mage. Nothi: magikal less than 11th 
level can penetrate it in either direction and al] techno energy weapons (laser, 
etc.) ricochet (in a random direction) off it, as do bullets and the like. 
Rowever, 100% concentration is needed to keep it up and only enough air for 
1-10 (roll) melee turns is inside. All demons are stunned. 


Name: GANDOLYN'S GATES Level: 12th Mana Cost: 36 Area Affected: Octagonal 
area, 10' per side Range: 120" Effect: A glittering, 5-5 column (see 
area affected) covers the target. On the inside are 8 silver gates/doora. Seven 
lead to random hells, and the eighth opens on deep space. A glowing golden mist 
fills the inside nullifying all magik on the victim. The orichalcum octagonal 
tower is 100% sealed and cannot be broken out of by leas than a phaser rifle. 
The only ways out are the gates. Once the victim opens and steps throug! 

Bate, he can never return, and the tower disappears forever. 


Name: THE CURSE OF TINDALOS Level: 20th Mana Cost: 100 Range: Target must 
be seen (even by crystal ball or telescope is okay) Area Affected: Any single 
victim Effect: The “Lovecraftian Hounds of Tindalos" stalk and claim the 
victim in 1-20 days (roll). No save. 


CLERICS' SPELLS 


Name: AURA OF EVIL DETECTION Level: Ist Mana Cost: 1,5; Range: 10' Area 
Affected: Any single area (a door, a windowframe, etc.) Effe The desig- 
nated area is imbued with the ability to detect evil. If evil approaches 
with 10' a voice whispers in the cleric's ear, “Something wicked this way 
comes." It is audible up to 120’ and lasts 10 minutes plus 1 minutes per 
eleric's level. 


Name: KORGEN'S CLOUD OF KINDNESS Level: 2nd Mana Cost: 2.5 plus .5 per 
minute used Range: 60' plus 10' per level over level needed for use Area 
Affected: 45' diameter clous of Golden Mist Effect: Indentical to the Rosy 
Wist of Reason. 


Name: TRANSFER CURSE (or "Not Me, God, Him!") Level: 3rd Mana Cost: 5 
Range: 10' Area Affected: Varys Effect: The cleric designates a "proxy 
curse receiver" and when he (and only he) reads a scroll or touches an item 
that may be cursed, if jt is, the curse affects the proxy not the cleric! 
This is a tricky spell and should be used with caution and no threatening 
or evil intent fallen status be your goal. 
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NEW AND UNUSUAL SPELLS 


CLERICS’ SPELLS 
(Cont'd) 


Name: GATHERING THE SHEAVES Level: 4th Mana Cost: 8 Range: 360' around 
the cleric Area Affected: Any single slain victim Effect: All scattered 
remains, regardless of size, within the area are gathered up and reassembled 


into their former form. Vaporized parts (or the like) are gone, but actual 
pieces even down to molecular size are affected. 


Name: WILAMON'S WALL Level: Sth Mana Cost: 65. pli 1 per melee turn's use 
Range: 60' Area Affected: Any single target Effect: A silver wall 3' high 
by 10° long app 8 in front of the target. No matter how fast it moves, the 
weall is faster and is always in front of the victim. It gets as wide and 

as tall as it needs to keep the target away from the cleric! It is impervious 
ph Be teeds 


to all except the strongest giants, and must be concentrated upon 100% to be 
maintained. 


Name: VISIONS OF HELL Level: 6th Mana Cost: 7.5 plus 1.5 per minute after 
the lst Range: 120" Area Affected: Any single intelligent entity Effect: 
Save versus magik or see all of your deepest ID nightmares in living color 
and stereophonic sound. They can kill if they're believed in. Nasty. 


Name: THE HEAVENLY FOG OF FORGETFULNESS Level: 7th Mana Cost: 9.5 per 10 
minutes or fraction thereof Range: 120' “Area Affected: 100’ diameter plus 
20' per level over level needed for use Effect: A bank of silver and gold 
streaked pearlescent fog. All inside save versus magik or suffer immediate 
100% amnesia for as long as they are in the clous and 2~20 hours (roll) after 
leaving it. Save and be confused for 2-20 melee turns. 


Name:AURA OF ANGELLIC FIRE Level: 6th Mana Cost: 15 plus 5 per melee turn 
after the 3rd Area Affected: Self only Effect Golden translucent flames 
cover the cleric. undead who touch it must save versus disruption (save 
is still 4-24 damage). All others take 2-20 damage. It acts as a double 
bless on the cleric and absorbs life drains equal in number to the cleric's 
own level. Usable but once per day. 


Name: RHYTON'S RELEASE Level: 9th Mana Cost: 12.5 


Spell that causes all magik in the area to "fire", That means wands, staves, 


rings, and the like shoot off at least one charge no matter where they are in 
the area. This one's fun! 


Name: SPELL OF THE HORNS OF JOSHUA (or "The Jericho Spell") Level: 10th 


Mana Cost: 20 Range: 240’ per level over level needed for use Area Affected: 
180° diameter plus 20' per level over level needed for use Effect: "double" 
earthquake. Building collapse, the ground splits, all in the area take 4-48 
points damage ahd have a 25% chance of falling in one of the crevasses and being 


crushed to death, buried and gone. It lasts 1 melee turn, plus 1 per level over 
level needed for use. 


Name: THE ASKALONIAN AVERT SPELL (or "Go Away Stupid!") Level: 20th Mana Cost: 
SO Range: 60' Area Affected: Any single entity Effect: Those who are cursed 
by fe. spells like the "Curse of Tindalos” can have the curse averted away from 
them if a 75% chance die roll is made. It can be used retroactively one hour 
per level over level needed to use. It may be tried but once per curse, If the 
avert is successful, it is sent back to the one who originated the curse! 


Range: 240' Area Affected: 
60' diameter plus 10' per level over leved needed for use Effect: A "trigger" 
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all 
All 


Ppolymorphed emaller and smaller as 


diameter. 
ed out 


It holds all 


Plus one die per level sucked out. 


still stun- 
y're slow- 


Holds up to 10 


Item: WITCH TIRE WAND Value: 3,500 G.S. plus 100 G.S. per charge Charges: 
1 to 100 Looks: Shiny black 18” long wand with a glowing golf-ball-sized 


blue sapphire tip Range: 60'-90' Effects: A brilliant 6" wide whistling 
blue flame that spirals out to form a cone 15' across its far end. All hit 


take 3-24 fire damage and are paralyzed (except elves, who are stunned). It 
can be “started” up to 30' from the tip of the wand. 


Item: RING OF NIGHT Value: 3,500 G.S. Looks: cool black onyx 
wearer is 100% invisible {n shadow or at night. 


the strength 


10° 
Tt will hold 


rength drain- 


y survive when 
10' 


It hol 


10' diameter web. 


paralysis at ~4 
It dissipates 


pts cold damage each 


Effect: The 


solid. 


~6 electrical shock pts 
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Item: WIND STAFF (or Staff of the Four Winds) Value: 50,000 G.S. plus 100 G.S. 
per charge Charges: 20 each of flight (36"/turn), poison gas (60° cloud of 
4-48 damage). wate on water, bréathe under ter, conjure an air elemental, 
tavisibility (for self}, wind (a wind strong enough to blow gas or smoke 30° 

per melee turn), cyclone (45' tall, 5' wide at base, 15' wide at top -- it moves 
under the cleric’s direction up to 90’ per turn, and all it hits takes 3-36 


points damage; all 4th level or smaller are bowled over; it lasts 6 melee turns), 
polymorph self to any aerial creature (for 1 hour), and lightning bolts 5" 
wode, 45' long, 8-48 damage). It can always be used to "strike" for 2-20 damage. 
Looks: 7' tall clear crystal staff. 


Holds all up to 10 dice. 


Those who save are 
Plus the dice of 


ven if save is made the: 


E 
Tt holds all up to 15 dice. 


30' diameter. 
ller (permanent). 


10' diameter, 


diameter. 


Item: RING OF RAPID TRANSIT Value: 4.750 G.S. Looks: Dented. rusty ring of 
iron with the strange sigels "B-A’R.T." engraved on it Effect: The wearer 
can move 10 times as fast as normal (not dexterity) for 1 minute times his 
level, then must rest 3 minutes per each one moved. 


Item: MISTY BOOTS OF SILENT SPEED Vatue: 50,000 G.S. Looks: Bouts of trans- 
lucent grey-blue mist or fog that is ever-shifting and changing, yet always 
the same Effects: The wearer can move on any surface (even illusions!) at 
double speed. They exert absolutely no ground pressure. The wearer is also 


TOO silent. 


Item: SHIELD OF DEFENSE Value: 5,000 G.S. Looks: Plain, round steel-rimmed 
teakwood shield with a pointed steel center hoss Effects: If the user elects 
it has a 95% chance of completely blocking any single physical 


to defend only, 
attack from anything up to 10th level. Otherwise it acts as a +2 shield. 


Item: GAUNTLET OF THE FENCING MASTER Value: 20,000 G.S. Looks: Fine leather 
glove with silver scaled back, emerald encrusted wristguard and red threaded/ 


patterned palm. Effect: Key for use by thieves, assasins, traders, slavers, or 
bards only, it works for epees, rapiers, or foils only. Within these restric- 
tions, the user acquires a +5 attack and get double his normal number of attacks 


each turn. 


Item: STAFF OF THE DRUIDS Value: 25,000 G.S. Looks: A gnarled black oak 
staff, 6' to 8' tall, entwined with living vines and crowned by mistletoe. 
Effects: It can "strike" for 3-18, conjure enough food and water for 2 people 
per user level up to thrice daily, cure all disease and heal light wounds 
for all creatures, and can cause plants to grow extremely fast up to 10 times 


normal size. 
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Name of Spell 


Item: HELM OF WAR Value: 10,000 G.S. Looks: Plain, unadorned steel helm 
Effects: The wearer has a 35% chance (plus 2% per level) of knowing in advance 


an opponent's attack move, and may either automatically parry {t or attack 
It also increases his strength, con- 


. first regard} of who's fastest, etc. 
stitution, ag. ty, and dexterity by +3. Everyone except mages or illusionists 


may wear it. 
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Item: HOLY (or Un-Holy) ROBES ¥; e@: 20,000 to 50,000 G.S. Looks: White and 
gold or black and silver cowled robes Effects: Its AC can be from 4 to 2, 
and it can give a +1 to 5 save versus magik, protect 100% versus fear, confu- 
sion, paralysis, and one other random thing (like fire or cold, ete.). It 
usually has one great ability, auch as the power of flight or invisibility. 
Of course, only clerics or druids may wear them, all others being fatally 
poisoned if they put them on. 


Item: SLAVERS' LASH (or Lash of Submission) Value: 15,000 G.S. Looks: 18° 
long, barbed, blood red whip of fire demon hide Fffects: It strikes for 
3-18 plus the wounds fester/rot at 1 pt/minute thereafter. All hit must 
Save versus fear or surrender (each and every time they're hit). 


Item: RING OF REMESBER: Yalue: 15,000 G.S. Looks: Silver and gold inter- 
twined leaves forming a ring Effects: The wearer, touching any object or 
person, goes into a trance and cas then “see” and recite its history in general 
outline. It always works. 


Item: HAWK HELM Value: 8,500 G.8. Looks: Silver helm shaped like a hawk's 
head Effects: The wearer hae his vision tripled, gets infra vision and is 
100% immune to fear or confusion. 


Item: DOCTOR JOHN'S SALVE Value: 1,000 G.S. per dose Looks: Pale orange 
vaseline-looking salve Effects: Applied to heavy wounds, one dose heals 
2-16 damage points. 


Item: GOLDEN CENTAUR SALVE Value: 1,000 G.S. per dose Looks: Pale green 
Gelatin-like salve Effects: As for “Dr. John's" but for healing animals 
or monsters. 


Item: GOLDEN DROPS OF HEAVENLY ESSENCE Value: 100,000 G.S. per arop Looks: A 
pale, translucent golden liquid Effects: One drop will restore any dead 
being, regardless of damage or how Tittle of said being is left.” Tt will cure 
any disease, insanity, or amnesia. In all cases there ts only a 1% chance of 
failure. It is so rare only 21 drops have been seen in the last 1,200 years! 
Remember, there must be at least a particle left with which to work. 


Item: BOOTS OF BANANA PEEL Value: Depends on being Looks: Exactly like boots 
of speed or flight or other “good” magikal boots Effects: They itt perform 
just as the boots they look like perform until a monster appears; then they 
lock onto the wearer's legs and become zero co-efficient! The wearer slips, 
slides, falls and falls and fallst 


Item: MIGHTY, MYSTICAL SILVER SLING SHOT OF SLAYING Value: 10,000 G.S. each 
Looks: Oval shot of gold-flecked silver Range: 120 yards Area Affected: Target 
only Effect: The shot are "set" to slay any Single type of creature (say Red 
Dragons or Ores). Those types hit must save yersus magik or die. If they 

save they still take 4-24 points damage (regardless of size). 


Item: RING OF RUTHLESSNESS Value: Depends on construction material Looks: 
Usually of a precious metal and valuable gem(s) Effect: The wearer becomes 
100% amoral evil and utterly ruthless. If anyone even disagrees with him he 
will slay them tnstantly. The wearer also gets +3 to his strength, intelligen- 
ce, dexterity, agility, and constitution, and +6 on his ego. He attacks at 

+4 like a berserker. 
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: . : 5" long jave- 
: OF DEVASTATION Value: 5,000 to 15,000 G.S Looks 
LE erith ine. crackling black flame Range: 90' Effect: When vhvoea it 
7 es a 3’ wide, 12’ long bolt of black lightning. Depending on its power 
Prettacks at +1 to +5 doing 4-24 to 8-48 electrical damage and blasting 


1 to 3 life levels. 


7 ‘ANT IMMOLATION Value: 5,000 G.S. per vial Looks: Like 
Meee eines fiareusy Effects: Spread tt on anything, and 3 minutes after 
expowurs to air it bursts into super hot flames that do 6-60 ere oumege 
and cover 3 square feet per vial. It burns 1-5 melee turns (ro da 
will melt 1” thick steel per vial used. 


‘ ks: Like 

i OF INSTANT IMMOBILITY Value: 5,000 G.S. per vial Loo 

see avicksllver Effecta: Spread it on anything and 3 minutes after Seat) 
gure to air it hardens into a steel-hard metal (immobilizing all movement). 

bhell that only the strongest giants can break. One vial covers 3 square 


: 1 Looks: Like 

: OIL OF INSTANT OBEDIENCE Value: 5,000 G.S. per via 

jetaitic green quicksilver Effects: Spread it on any object and 3 minutes 
after exposure to air the object thus coated will "dance to your enn i 
Chairs, rocks, people, all move as you command! No save and for 1 hour. 


One vial covers 3 square feet. 


Item: WHIMSEY WINE Value: Varies wildly Looks: Like ordinary wine 


‘any th: hasted 
: When drunk anything can happen. The user might become , 
peer blue! The dungeon master should have a “whimsey chart" with 20 


or more things that can happen, and roll on it. 


Charges: 

i IRE WAND Value: 5,000 G.S. plus 100 G.S. per charge 

1-100 Pipa: A smokey grey crystal wand 18" long Range: 60° (5° w: 2 cone) 
Effect: The green fire does 6 dice damage plus causes fear. Saving rolls 


versus both are required. 


BOOGIE MAN 


we 
ROTES ON ALIGNMENT AND PLAYABILTIY 


For whatever reason, pany people aleo are afratd to use Chaotic characters in a 
game. This was almost too silly to think about, or so I thought until I saw ao many 
people who never used anything but lawful types, 


Investigating, I found the most frequently given reason to be thia: The old rule 
about what percent of the treasures were what. alignment. Well, the simplist way to fix 
that was to make thetreasures 30% lavful, 30% neutrst, 30% chaotic, and 10% amoral and/or 
unaligned. Still 1 saw people Mterally afraid to venture on an expedition with a 
chaotic party. So here for all of those People is a little "reality" concerning 
alignments: 


Law does not @ean good and chaog does Rot mean bad, and neutral certainly does not 
mean deliberately inbetween. 


of mind that has many weanings to many people, the only sure meaning 
- That is to say, those that are lawful, adhere to a set of rules 
generally (but not always) laid down by a seat of power, either 
political or religious. and as it is to the benefit of that power for there to be peace, 
order and servitude among those whom they oversee, those rules generally prohibit murder, 
mayhem, rape, arson, mugging and the like, And in fact, those lawa usually try to 
maintain equanamity among the people, either by strict equality for all as in socialist 
Sweden here on earth, or by strict class distinction as in feudal England, also here on 
earth. One must also remember that in Nazi Germany there were strict laws and that the 
German people as a whole were what you had to call lawful, so too were the inquisitors 
of the holy Roman church during the reign of terror in Europe in the l6th century. So 
when you use a "lavful" character in the future think about just what chat means and in 
what context far as the game ie concerned. 


By simple reversal ve then see that chaos is merely lack of order, and as such {s 
not inherently bad. Imagine a truly democratic society, and you have the archtypical 
chaotics. And as for neutrals, vell they have some rules but not a lot, and are open to 
suggestion and equitable to change. They adapt to all situations. 


But 1f you insist on a hard and fast rule, go by this little story: A party of three 
went into a dungeon, One was chaotic, one neutral, and one was lawful. During the course 
of the expedition they caught a troll and were discussing what to do with him. The 
lavful guy said, “Tie him up and let's move on." The neutral said, "No, let's put a rope 
around his neck and let him be our point man and open all the doors and test for all the 
traps," and the chaotic said, "Phooey! Let's put him to the torture and see if he knows 
where there is some treasure," at which point an amoral spider came around the corner 
and ate all of then, 


Just remember, though, that it is never that cut and dried, as each character will 
have limiting and delimiting factors which will probably change with dismaying rapidity 
during the course of s few expeditions. 


Evil is a measurement not of how bad a person is, but of what the prevailing society 
says is bad, and societies change with time and with geographical distances. If your 
government says pornography is evil and you believe in what your government says then to 
you that is evil. Remember, too, that at one time it was evil for a person to be a 
Christian. At least that's what the Romans believed. 


And besides, wouldn't you really like to go on a run where, tf you teally get tired 
of that turkey cleric bad mouthing your goosing the amazon, you could step up behind hia 
and pop his lights out with your family heirloom, genuine nickle plated varhammer? Try it, 
wha knows, you may like it. The use of characters that are chaotic or exotic is just another 
way to put life back into a game that could get boring if played too cautiously and 
similarly all the time. So be a Little adventurous and take a troll to lunch today! 


¥ 
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GENERAL ROTZS ON MONSTERS, COMBAT AND THE LIKE 


The question has often been raised as to what can hit # mythological or magical 
gonster and what cannot. Herewith ie how it is done in Arduin: Magic weapons can hit any- 
thing as can technological energy weapons (pistols, etc. cannot hia undead types), and 
silver weapons (or bullets) can hit all undead types. Normal swords and the like will 
have virtually no effect on animated metal or stone monsters because of the fact that they 
are usually magically animated anyway and because it is just simply too hard for ewords to 
do more then chip etone or scratch metal. Also, fireballs and liekstuff won't do more than 
warn a stone golem up, even though it ie magic fire, but if the mage ie smart enough to hit 
that golem with a fireball one turn and a blast of cold the next, the expansion/contraction 
will be equal to both of the hit dice of the blasts and the damn thing will probably 
shatter: And I would suggest that the mage duck, because the fragmentation effect in a 
confined epace would do an eight inch artillery shell justice! 


All mythological /magical creatures can always hit all other creatures, regardless of 
the fact that the intended target can go gaseous, ethereal or whatever (and they can 
alwaya see each other), Whereas normal creatures cannot even scratch anything other than 
other normal types. Yea, that does mean that a 20 dice giant spider (of noraal mutational 
birth) cannot even touch the 3 dice ghoul that is slowly picking it apart with hie junior 
woodchuck pocket knife. However, that little ghoul can be shoved aside by superior 
strength, webbed and the like by that big spider, or better yet outrun. 


Also, undead (not including zombies or skeletons) can always see invisible objects 
simply because they live a little on thie plene and the ethereal plane at the same time. 
So don't figure on hiding from the vampire that way or you may find yourself an vowilling 
blood doner! 


Another point that has come up, that needs clarification: YES! en invisible person 
in a thick fog or mist or rain or even smoke cloud will be visible by his outline. No 
exceptions to thia rule should ever be allowed, because it ie simply physics. 


Another sore point with some playera/umpires is the use of potions and other things 
that make the body perform unnaturally. The anaver ia simple, for if a person is hasted 
and moving at double his normal speed, then his body is working twice as hard, aging twice 
as fast, tiring twice as fest, and, well, you get the point. If a person has evallowed 
a giant strength potion, that's fine, but that seme person's bone structure has not 
changed to compensate for the increased muscular power, and broken bones, weapons and 
the like will result unless the user is dam careful. 


There has also been some debate about what constitutes a "kill" in bettie for the 
Purpose of giving out points. Here is how we do it: If the monster has been killed, 
hurt to within 10% of its full hit value whereupon it then flees or if it has been 
immediately teleported avay, then that earns the defenders full point values. If the 
monster takes up to 80% damage then flees, then give out 75% of the points, up to a SOZ 
damaged and fleeing monster earns 40% point value end less than that only esrns 10%. 


Here are a few odds and ends that are of interest: 


2. Undead will be repelled only by the signs and signels of their own religion, eo don't 
try to turn away a jewish vampire with a cross of gold or the such like, and by the same 
token, moslem vampires need to see the actual name of Allsh in order to be turned muay, 


and so on and so forth. 
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3. Remember, that vampires in classical history do not like full sunlight, but can 
generally survive short exposures to it, and have no need to sleep during the day and could 
wander far and wide if they use a closed coach or some such contrivance to keep the direct 
‘light avay from thenselyes. 

4, Beasts that stone people can themselves only be stoned by those of their own kind. 


5. Symbols that are of magical import, must either be seen or if invisible, touched 
to be effective. This holds true for pentagrams of power, magic circles and the like. 


6. All fireballs and other offensive area effect weapons, have their damage points 
divided among sll of those that are caught ii its limits. That means that if the: 
4 people caught in a 6 dice fireball that does 20 points damage on the dice roll, then each 
of the four takes 5 points damage if they fail their saving throw, and 3 points 2-1/2 rounded 
up) if they make their save, NOT 20 point each 


7. All melees are fought as outlined in other sections, but remember that wonstera 
@ove after the players have moved their pieces, so that unless the Piece that the monat 
Boves behind was in actual combat with that monster the turn before, it must make an 
emergency turn to try to face its new opponant (and must make its agility roll), Those that 
vere in combat with it have the ability to maintain a proper facing with it as it ie their 
opponant. 


3. All monsters have the option of who their opponant will be and way break off combat 
at will, If they are unintelligent, then roll a twelve sided die at the end of each melee 
turn with the following results: roli of 9-12 means maintain present opponant even if 
deceased; roll of 5-8 means go to a new target (roll an eight sided dice to see in which 
direction it will go); and a roll of 2-4 means pull out of melee for one turn to get its 
bearings. A roll of 1 indicates retreat. 


Fantasy gaming has a tendency to bog down during the "combat" phase of the play. The 
following notes and tables have been built after much play testing and observation of 
"real" combat as practiced by the Society for Creative Anachronism, Inc. (which I might add 
is as close one will ever come to the real thing, this side of a time machine). 


Generally speaking combat takes place in a series of "melee turns,” these turns being 
six seconds in duration and ten of which constitute one regular movement turn. However, 
inatead of only one tenth of the movement of one movement turn being the distance moved in 
@ melee round, the full distance ia moved in one tenth the time. This is because all normal 
movement turns are predicated on the characters woving at a very slow valk, searching 
diligently for trape and secret doors, whereas a melee turn is at full speed. So remember, 
one melee turns movement is one normal moves distance but at full speed. 


Having play tested and watched "real" combat, I came to the conclusion that certain 
things should be incorporated into fantasy combat. Here they are: 


Only two warriors may fight side by side in a ten foot space at full efficiency, or only 
one man with a two handed weapon. If two two-handed weapons or three regular weapons are 
tielded within that space, then -2 is taken off the die rolls of those warriors, 
it is nearly physically impossible to get three three-handed wea; 
narrow way, four normal weapons may be wielded, but at -4 on the attack, unless the weapons 
used (all of them) are spears, for they may be wielded phalanx fashion. Carrying that one 
step farther, if there are three spearmen with shields fighting together in that ten-foot 
wide corridor, then add plus 2 to all of their defenses, and if there are four of then, 
add plus 4 to their defenses. 


Speaking of epeare and other long weapons, the longest weapon in any melee will alvays 
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Fegardless of ing dexterities. On the other hand, because of the 
areal inaae of spears, acer an close combat, after the initial combat, the spearman will 
lose -2 off of his attack if his opponent steps into him and forces him to shores up on 
his shaft, unless, of course, the spearman is in one of the aforementioned ee tall 
Shields play a real role in combat, one which most fantasy rules fail to explore ye 

So here are my ideas on ehield use in combat. ‘ 


melee turn, a warrior with a abield msy elect to strike with it iastead of with 
his Pasig’ Because the striking area of the shield is so large, plus are added zo, the 
attack. The ahield will do 1 point of damage plus one additional point rere point 
over 15 of the warrior's strength, and in any case will cause a "push back," of sy 
similar sized opponent, and has @ 2% chance per experience level of knocking hia down. 


fed, but the 
Shields cover the front of the warrior and the side on which it is carried, 

side with the weapon is uncovered and does not count the shield in ite armour class : 
adjudication, unless a facing movement is made by the warrior to cover that side, before 


combat. 


“1 off the attack, 
Also, when attacking diagonally across one's shielded aide takes -1 of 
aa the ara has to travel in an aroour restricted direction, and over an obstruction (the 


shield). 


ed on the level of difference between the defender end the attacker, there is « 
sltien eateent chance per level difference that the attacker will manage to get Baek che ae 
shield in his attack, so that 1t cannot be counted in the defender's armour clase. nee 
equal level always have a five percent chance of getting paet an opponent's aie ) an h 
of course those of a lesser level than those they attack, have no chance to do 50. Enougl 
on shields. Here are « few more id on combat in general. 


is. Armour 
‘In movement and combat, the more ermour one wears, the sore restricted one 

clase 2 or 3 takes three off dexterity and agility, 4 and 5 takes 2 off, and 6 and 7 take 1 
off each. These penalties are always substracted before combat. 


it 4s the person with che fastest dexterity that attacks first if the 
wimps tt ela to equal: It ie also possible to get wore than one attack in a melee 
turn, but it also depends on the superior speed or dexterity. For example, am orc hae a 
dexterity of seven and he faces an elf with a dexterity of seventeen. The elf attac cha 
first at 17, and ordinarily the orc would attack next at 7, but because the elf is nore 
twice as fast, his second attack comes in et 8-1/2 (half of his dexterity of 17), a0 in 
effect he attacks twice before the poor ore can even attack once. Another example, an 
amazon sith a dexterity of eighteen and carrying a rapier engages a pirate carrying crear 
with a dexterity of nine. The pirate by virtue of having a longer weapon will at: i“ 
firet, but the amazon by virtue of a faster dexterity can elect to pal instead of dress 
using her "firet" attack, and then counter-attack with her second” attack. You will no! 
the pattern of these combats. If a person has at least twice the dexterity of his Sresaens 
then he will get tvo or more attacks depending on the actual dexterity. It is even pees 2 
to get three or more attacks in a turn if you are that much fester than your pda ae 
The timing of those attacks is ascertained by dividing the number of attacks ote cia 
terity (opponent's dexterity is six, your is eighteen, so you get three Lakicemttta le 
three into eighteen and you get eix, therefore your attacks will come in every 8 i - 
dexterity points or at eighteen, twelve, and at six, at which point the enemy attack come: 
in). 


tend of 
You will also note that a superior dexterity can always elect to parry ins! 

instead of attack, and to adjudicate if you were succesaful or not just roll your normal 
ettack roll and if a "bit te indicated, you successfully perried the attack. In the case 
of fangs and claws instead of weapons, here is how it works. A dragon normally gets two 
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claws and a bite (or breath) each melee turn, 60 hie attack is already broken up into 
three phases by the simple virtue of having two separate claws and a head. So if his 
dexterity is tan end youre is fifteen, you attack firat and there is no worry, but if his 
dexterity is sixteen le jay, and youre is only eight, then his firat claw strikes 

at sixteen, hie second at around eleven, then your attack goes in at eight, and his bite 
foliqye at about five or so. The pattern will hold for all monsters tegardless of the 
number of appendages they use in combat. Juat divide that number into their dexterity 
and you have the pattern of their attack. 


Also a shield can be used to block a specific attack much in the same way you parry 
against a weapon. If your dexterity is faster,-and you do not want to risk the 
cockacrice hitting you, you roll your normal attack, plus 4 because of the size of the 


shield, and if you hit you blocked the attack. But remember thie is in lieu of your 
normal attack. 


One further note, full elves only have the option each and every melee turn of moving 
and then attacking, attacking twice (regardless of dexterity differences), or of moving 
twice (100% of his normal move each time). So aa you an elf could move his normal 
Movement turn, then decide that his opponent might just eat him and so elect to “keep on 
trucking" and move again, thus covering twice the distance as his non-elf friends. One 
of the real problems of melees is that there is always one turkey that hollers "I'm 
firing wy crossbow" at such and such, totally ignoring the fact that nine of his friends 
are in the way. Well here is how we discourage such idiocy: for every person or enesy 
in a given ten foot area that the dummy fires into, there in_a 25% chance of hitting the wrong 
target. Roll that percent Firat, then determine (random roll excluding the intended 
target), who he actually hit. After he has killed off a few of his friends, the turkey 
will normally get the message. 


A factor in any melee ia the combatant's ability to force his opponent back so that 
he may trip over some obstruction (his dead friend for example), or fall down some stairs, 
etc. Therefore, consider any attack that i# one less than is needed to hit sa a puah back, 
smounting to three feet. 


MOVEMENT OF MEN AND MONSTERS 


One of the big drawbacks of the Most often used system of movement is its in- 
accuracy. If you take their listed movements as true speeds, you will find that dragons 
flying at 24" per turn are flying at about .56 mph! This figure is arrived at by taking 
the fact that if your dunegon is drawn on ten squares to the inch graph paper, and that 
each square representa 10', then you have a movement of 240’ per turn as listed in their 
books. The first problem is that they never tell you if they mean one of their 10 minutes 
or one of their 5 minute turns, both of which tye use in their game. But taking the 5 
minute move as a base (which amkes that 24" per turn twice ae fast than if we used the 10 
minute move), we simply divide 240" by 5 and come up with 49° moved every winute. There~ 
fore multiplying that figure by 60 minutes ve come up with 2940’ per hour! And that's 
56 mph by any arithmetic. So how fast is the poor man moving at 6" per turn? .14 aph 
that's how fast! It fa now obvious that a new system is needed to compute realistic 
movement in cur fantasy game. 


The simple way te to make each movement turn only one minute long thus that dragon 
Row Boves at 240' per minute or (60 minutes times 240') at 14400" feet per hour. Now 
that only comes out to 2.74 mph which fe not really fast. So once again we will have to 
upgrade the speed and say as a rule that the Listed moves are actually five tines 
those listed. That will give our friendly dragon a apeed of 13.70mph in steady level 
flight, and taking the listed speed of 6" per turn for men, that works out to 3.43mph 
or almost exactly how fast a man does walk. So using all of the preceeding information, 
ve find that a man will move 300' per minute if he walke at a fast steady pace. This 
will be reduced if he is veering armour at the following rates: Armour class 8 reduces 
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further 10%, AC 6 another 5%, AC 5 another 10%, AC 4 another 5%, AC 3 
St ihor. ana AC 2 another 5%. So a man wearing full plate armour with a shield (AC 2) 
could only move at 40% of normal speed or 120 per turn. These speeds are further reduced if 
you are tapping the floor, ceiling, etc. as you go along, so that fully armoured men 
would only cover 60’ a minute if he did that. You can adjudicate your own partys 
depending on the heaviest armour class in your group using this system. 


ther factor is that in combat a person's (or monster's) body fe running pumped 
full of tavenalin or its equivalent. To take that into account, just assume that all men 
or humanoid types can operate at five times normal apeed (combat speed) for ten full melee 
turns, at two thirds that for another ten full melee turns and then at normal full speed 
for an additional ten full melee turns, thereafter losing 10% efficiency each and every 
melee turn until he hae to eit down and rest from exhaustion. 


Monsters will fight at the come fast pace but based on a full, three quarter, one half, 
one quarter, then full normal pace and then loosing 15% per melee round thereafter. 


Now this means that the men in full armour can travel the full 120‘ each and every full 
melee turn, so long as he is operating at his peak adrenalin induced efficiency. 


is a melee turn ask? They are six seconds each, ten to every one 
cisuts serteocat ture: That's very fast, but melees are just that rapid. Don't worry about 
people zipping out of sight during melees in dungeons, because I guarantee you that people 
neither think that fast during the game nor can they get turned around and past their 
slower comrades fast enough to get away. They'll have to fight in most cases or get 
gobbled up from the rear as they try to turn and split, And even if they do manage to get 
a running start just remember that all of the monsters are just as proportionately as fast 
as they are now, and can still run them down! 


There will be further restrictions that will be illustrated on the page showing the 
‘ex grid system of movement and the facing costs. 
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WEAPORS DAMAGE TABLE 


MISSILE WEAPORS ATTACK CHART 
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MAIN COMBAT TABLE 


uired to Hit, By Level 


01-20 Die Roll 


17-18 


15-16 


13-14 


11-12 


9-10 


MISSLES DAMAGE TABLE 


18 17 16 15 
16 


17 


19 
18 


15 


26 
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CRITICAL HIT TABLE 
PIERO MIT wocarron — pesmeg 


01-02; Head, f 
= POINT 
rs ae Beck. tear Brain Penetrated, tumedt, 
ooo fein Votcebox ruined, total vote wun re 
07-08; Chest or vec Dd Severed, die tn'-6 rimtas’! ra 
Tee Side (ro21) 1-5 ribs borkes i pore thers at 
ena ws (roll side) Artery ane dt ie ain cat were) et 
21-25:00 pene TeLls ete.) As above, but gis as 2 proeabivady es 
Hits « rear, Achi. tendon cae hit th re 
i i 1:5 (rolt) severed (roll otaey” bag 
Toes above, 
seater Bye reined (rol side) or torn we 
bert g benrs! . canted, blood in eyes, cante Sal is 
ir mast ane itale/breasta torn off ook. eT 
aianied ee Bar taken off, ese ne ics 
ibis: asd, g Buttock tora off, fall, shock rat 
oa: ee jeneral Stunned, 1-10 melee tums cr re 
i bave Stunned, 1-6 minutes. Ho fishnet i 
ss0:e6 a ae Minor concussion, 1-19 inten as bone ie 
si-ssiay Moderate concussion, triode i Gg 
$ Ae Sor » taser . panies ure Gee: 1-8 
6-60: ont at cut, die in 1-3 2 i 
Be 3 melee ti . 
poperoads (cous Fase) die 1-3 turse Poh 
. \n 1-: a e 
Heart pierced, die ‘tmediacete se ms 
. 1-20 


Spine ruined, varied results, 


Not 
pore spherent. Later probleas. ei 
air adie tangling feet, die 1-10 at ay 
in, major brain damage. Pine ae 
eat paipeadd internal . a 
orn off, immediate deatt ssa 
50 


eplic in twat: 
ody in, tomedtate d 
wider, Rates ieee once «1008 
as cy th ini 
ae Indicates permanent i 
*2 ~ Blood in ‘urns 
ase eyes can't Fight 
pantdtate shock induced cons, death mis fume (7011). 


*4 - Permanent 

50% hea: 

aS ie Shoc! ring los and -; 

#6 Aceaan initeed comm for 3-30 minutes nereny 
4 fous for 73 agility, 1/2 speed 


Favival, confused aud groggy for 
afterward, 40% chance of tr 


Jerighe side dit resulte: 
vas to; Jevaist = 191002 parralysed; 
too severe, death in pea bea Sevaist down ditto aad é eit aids ditto; 
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HARGRAVE'S FUMBLE TABLE 


DIE ROLL IMMEDIATE EFFECTS 


01-05 glancing blow 
weapon twists in hand(s) 


06-10 
11-15 weapons (both) tangled 
16-20 weapons siips out of grip 


21-25 weapon knocked from grasp 
26-30 opponent grabs weapon/hand 
flexible weapon hits wrong target 


31-35 
36-40 flexible weapon entangles self 
41-49 hit yourself 
50 normal weapon shatters 
51-55 foot slips 
56-60 bump aily 
61-65 bump an enetty 
66-70 full stumble 
T-75 off balance 
76-80 take blow not meant for you 
81-85 twist ankle 
86-90 hit wrong target 
91-92 hit yourself 
93-94 magic weapon breaks 
95 as above but for +3 and below 
96-97 pit end stun nearest ally 
98 critical hit nesrest ally 
9 critical hit yourself 
100 roll three times on above table 


‘These rolls sre made when the attacking player rolls a double one on the dice, 


results are final and irrevocable. 


DAMAGE, IF ANY 


one-half norual 
one-quarter normal and lose next attack 
both parties lose next attack, 25% chance to 


drop 

lose attack, veapon retreival in 1-3 melee 
turns 

as above, but time is 1-6 malee turns 
(opponent may decline) attack cancelled 
normal damage to wrong target 

attack lost for 1-3 melee turns 

one-half normal damage 

one-eighth normal damage 

roll on agility table or fall for 1-6 melee 


turns 
ch makes agility roll or loses attack 


bove 

those in fall direction make agility roll 
or fall 

make one-half of dexterity roll or no 
attack 

take three-quarters noreal damage 

Jose first attack, and one half of sgility/ 
5 win. 

three-quarters normal damage 

lose next attack and take on-half damage 
100% for +1, decreasing 25% per “plus.” 
100% for +3, etc., atc. 

one-half normal damage and stunned for 1-10 
melee 

just as it says 


yep, you did it 
accept all three roll resulte 


and all 


This chart will put realism into the game like nothing you have ever geen, unless you 
and seen the novices clobbering everyone but those 


have ever been to a society tourney 
they're supposed to hit! 


One suggestion, though, as "GOD," you can 


adjudicate according to level of character by 
h level a lower percent of damage 


giving the players with characters over say eight! 
taken/given, and melee time lost. That however, is up to the individual “Gop.” 
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NUMBER, TYPE & DAMAGE OF ATTACKS 


WERE-CREATURES COMBAT CHART 


i DINOSAUR CHART 6s 
q i tye Number & Type Where Numbers 
a fumber 
238 4 et Hit Parens) of Attacks Usually Found 
inte Dal q q 3 i ai Type Dice AC Speed Per Turn. Temperament Found In 
2 £3 & 3 § Fi Tyrannasaur 12-20 5§ 12(18) i pits ery agressive plains 1 
3 a ~ ear 
z ay 2 = i « a 1 atoep for riveré 
a a ¥ a 1-10 to 2-20 
S a # Ef rl & a fosaur = ite for agressive plains - 
z 2 = ae bs 8 cl 3 4 FI ee to bea pene 
*“ . fs 3 comp tor rivers 
sii ii a 3 qi i g i : . a a i + Camptosaur S-15 5 TOCSY ; Bree for agressive plains T 
ES8 ame 8 ae a Tes 4 2-24 to 5-50 near 
nS a mate eas Ba e aR a 1 stomp for rivers 
a AAA Rg BETA 1-4 to 1-12 
g88333g : Zeggss 2 bre a i~ i worgoanur 9-15 5 1015) i-bite for “agreseive plains T 
a1i0TTh a Tpanntaad 22 stesF GF 3-24 to 6-60 near 
4 piel a ByNgAad Ly aghon 2 bl 1 stomp for rivers 
geesssy gy Byyy eke. ia CP Cer ig EEStor aiuseigh —— seeps = 
i ay 6838535 aE ASd" 88 & cadens re 3-30 1 low 
23 FEEE 3 gress v8 aday = unless slo’ 
5 a 337 3 q4 EE a Fy q - "od 3 z a aroused rivers 
Roannaad 7 § caer z 3 3 q re Pe # i | Plesisaur 3-17 6 B(Iay Rite io Agressive a : 1-6 
se ww n a . 
NRSesqgios. ae a eta at rivers 
PRU UEEPEERERE CREE aes ari 233 Cee Tete Ne es Les et aes 
BS8saasrssses B88RgF AA gs £3 8 age Ba a Fonosaurus 4-14 @ Bizy i bite tor agressive ate is 1-3 
2° ® a 
AANA aA Lt eiaaaaglaat Giskiss “ya secanar sree rors Pps tar nereastve —fthes ST 
BSSBBB PEER Bb SB -24 to 8-! and seas 
ssratasdettdeterercdecete niece aad eae ar SY Te Pe ates 
or _-sroused 


LHLSSPassssegssessssssktss 
EEEECEEEEEEC EEE PEEP eEEeee Ee Eee 


FAA ARAN HA RHA NP AO eit 


evels 


Pteronodon 3-7 8 Ta(is) 2 claws for usually not cliffs, 3-18 
seashores 


1-4 to 1-12 agressive 
each 
1 bite for 


1-6 to 2-16 
Pteradactyl 1-5 B T2018) % claws for usually not clitts, 3-34 
seashores 


per whatever 
3 class 1 
hit dice per & 
points gained 


Samus me nnonngnncnan geen Sod eee 
4 2 248 ge 1-3 to 1-20 agressive 
ent 
a 1 bite for 
PAI A AAA AAA AA tte detetetio Petrie 43 to 2-12 
Pe epee teeta bea REREESE iti) RETaRaRE aE a8) ta temnsh agressive plate = 
S88358s38833223993833398 858398 Hi z for 2-16 to defensively 
SERRE EERE EEE Rewer ss FRESE ET ay j 3 res for 4-24 to defensively forests 
§ 5-50 

apo == oy tes were 

i Bg | in a straight 

3 line 


2-12 to 3-30 
i } in a straight 
{ line 


i 8 | Diplodoclus 12-307 8(8) _*step on Yor timid, usu- fivers & i-4 
ally flees swamps 


*indicates usually accidental actions 


66 DINOSAUR CHART runs La 
(Continued) SEA: CARA Ligt 
(Continued) 
(Charge (Charge 
in Number & Type Where Numbers Type Where Numberr 
a Hit Parens) of Attacks Usually Found Be gaa) or nitheke Usually Found 
ype Dice AC Speed__ Per Turn Temperament Found. In aise ae ac Speed Per Turn Temperament Found In__ 
Giant 6-15 4 8(12) 1 bite for sluggish un- rivers & 1-10 ine as - i 1-12 
Crocodile 3-18 to 5-50 Tess hungry swamps Giant 1541 2or 3 16(24) 1 bite for me iprew tone uoualiy 
or arroused Sharks to i teen 48 abarks deeps. 
Brontosaurus = (8 sotep. on for timid, usu- rivers & = 2441 - Giaws for aggressively medium = 
Ss a cs or ry 
aah ins atesiat iobater to 1-12 to 3-36 defensive depths 
line 1241 — ively medium = 
Btrycasaurus 5-16 8 o(iz) "i trample for beligerant, plains & 1-8 fant +. or claus. Zor” cagaress yer 
ace to 3-36 but not ag- forests cra! to i232 to 4-48 defensive depths 
horn for gressively sale ed TO) bite for wid to very varys, 1-20 ~ 
1-12 to 4-48 _so0_uguall Tit jale +. bite 10, 5 * i 
Triceratops 6-18 5 O14) 1-3 (roll) beligerant, plains & 1-8 a to 2-16 to 3-36 ageressive Peete 
horns for but not ag- forests 10+2 jeeps o 
1-12 to 5-! et r ) ite for te to very 
each er So usueliy perm Mba NS: to 4-40 to 8-80 aggressive 
1 trample for 2441 or one tail 


eto to eso 


slap for 4-48 


to_10-100 - T-30 
SEA CREATURES LIST lon-toothe rs to 1 butt for usually deep' 


e to (12-18) 2-20 to 10- very 
Giant Squid 4+1 5 to 7 12(24) 1-10 arms hit aggressive deep water 1 bogs 4041 Bee 4 eat} timid 
to 1-4 to 3-18 8 
1841 or constric- 2-24 to 12-144 — 
tion 1-8 to Giant dea rs (8) acid spit usually ak ows, 
6-36; also Sluge to for damage very <r 
bite for pts 40+1 equal to HD timid cora 
equal to 50% or 1 swallow 
more than for arp . 
constrict jorm e_bur: 
ha liows 
fant + 6 or (15) As above for plac jeep water seers a for not sha Towa 
Octopus to 1-4 to 6-36” P Poi to move 1-12 to 4-48 applicable 
36+1 and for 1-8 1241 
to 6-72; bite ant Manta + to C sting for timid leeps 
the same Rays to 1-3 plus poi- 
ant Ee: + x) te for lefensively in the = 1641 son for ?: 
to 1-5 to 4-32 aggressive kelp beds foe wave 
18+2 1 constric- near stingers) - 
tion for beaches awa. 
1-8 to 4-48; in Purple Worm <Ty shallows = 
they can also ant Sting + to C sting for ageres? vely 
be electric Rays to 1-2 plus poi- defensive 
all Sharks 1+2 orS 9(1 bite for as for varya; = 12+1 son to 1-6 dice 
to 1-8 to 1-12 sharks: ok, usually 
341 cad unless in shallows 4243‘ boiata 
a feeding **gkin scrape damage can range up ca 
frenz: *eethey can "eat" a non-moving victim also for damage 
= ia ari Sor 7 ais) t pits tor as above as above 4-48 
ar’ to -12 to 4-24 
+1 s* Remember, all of the above is a general base. Different species can have 
Large oF1 Zor 3 12(18) I'bite for as above varys; IE } widely variant statistics. 
Sharka to 4-24 to 4-48 usually 


*indicates usually accidental actions 
**skin scrape damage can range up to 1-12 points 
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claws hit, Substract 208 1f jaws enclose, add 10% 1¢ hands grab, 


FIGHTER BARBARIAN RANGER ASSASSIN THIEF CLERIC 


‘Subtract 10% {f tentacles hit, Add 9 4f 
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80% 
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~ 240% 


ba § 


level 
0S 
4x 
ee 
Sead 
42% 
408 
3% 
308 
‘7 
0% 
10% 
ss 
is 
-10% 
-208 
8 
hon 
508 
~60% 
~20% 
80% 
-H% 
=1008 
-125%% 
-1508 
17% 
~2008 
22 4 
250% 
-278 
300% 
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+108 
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MONSTER 
LaVEL 
lel 
+1 
Bes 
leh 
Se 
6t1 
m1 
Be 
1 
1041 
patay 
1241 
191 
Mel 
1541 
1641 
1741 
18+1 
1941 
2041 
2141 to 2 
1 


DIE ROLL let_Lavel 2nd Level 3xé_Level 4th 
ol 6-60 Kobolda 2-16 Phraiots 1-12 Trolle 4-24 Bubble Men 
02 4-48 Goblins 1-10 Vroate 1-8 Mummies 12-% Furya 
03 3-36 Hob-goblins 1-10 Zenthe 4-16 Wite Bounds 6-48 Giant Skeletons 
04 2-20 Skeletons 1-12 Harpys 1-4 Blue Slise 1-4 HILT Giants 
05 2-24 Ores 1-10 Kroans 2-24 Little 6-36 Skaith Hounds 
Fussies 
06 1-8 Ghouls 1-8 Wighte 1-4 Blue Ooze 6-36 Hellhounds 
07 2-20 Leopards 1-12 Ogres 1-8 Throon 1-4 Cyclops 
08 1 Mindworm 1-8 Bugbears 4-16Aigarthorns 1 Hydra, 3-8 heads 
09 1-12 Brownies 1-12 Shadows 1-6 Specters 1-6 Vampires 
10 6-36 Fire Froge 2-16 Troga 1 Giantground 1-4 Stone Giants 
Octopus 3-tdice 
u 1-100 Lightning 100-1000 1-6 Cockatrices 2 Dragon, 5-8 dice 
Bugs Teng Svarn 
12 1-6 Theelastra 1-4 Wraithes 1-6 pat/oranee 1-12 Lycanthropes 
ime 
13 8-32 Consheads 1-8 Skyrays 1-6 Were-wolves Akedi Colum 100-1000 
14 2-20 Zombies 1-8 Yellow Peril 1-4 Basilisks 1-4 Spigas 
15 1-10 Groaners 1-4 Medusas 2-16 Deodanths 6-36 Pybras 
16 2-16 Bubblemen 1-8 Red Pange 4-24 Desert apes 1-4 Cisnt Air Squids 
7 4-24 Sting Winge 2-16 Modern 1-4 Dragon- 2-8 Air Sharks 
Soldiers snails 
18 1-8 Blue Moons 1-8 Gargoyles 1-8 Firebats 1-4 Moutharms 
19 3-30 Shaggys 1-3 Lion Men 1-8 Minotsurs 2-16 Skorpadillos 
20 2-24 Haggory= 1-10 Wobras 1-4 Goochygoops 3-30 Stinkbuge 
Ee 
DIZ ROLL Sth Level______6th Mawel _______ 7th Level___Sth Level _ 
ol 2-12 Giant Zombies 1-4 Crunch Hell Tide 100,000 1 Ster Spider 
Beatles 1,000,000 
02 1-4 Frost Giants 1-6 Fire Giente 1-4 Cloud Giants 1-4 Store Giente 
03 1 Bydra 9-12 heads 1 hydra w/ breath 1 Cold Golem 1 Ademantine Coles 
weapon 
04 1 Dragon 9-12 dice 1 Dragen 13-15 6-48 Moon Doge 1 Dragon 16+ dice 
dica 
os 10-90 Devil Doge 1 Tri-Dragoa 1-4 Manticores 1-4 Invisible Stalkers 
06 2-8 Lash Lisards 6-24 Shi-Shi Dogs 1-4 2-10 Cryfyliaks 
o7 2-8 Octorilles 1-4 Tryverns 2-16 Chimeras 1 Black Slime 
os 1 Bleck & White 4-16 Thermites 6-36 Bears Red Death Cloud 
09 1-4 Wyverns 1 Mithril Goles 1-4 Vampusas $12 Groods 
10 1 Silver Golem 1 Blastarr 1-4 Salemarders 1 Allossurua 
n 1-8 Gorgons 1-4 Hellborers 1 Efreet 1 Klemental 
12 1-4 Shadow Golems 4-16 Phase 6-30 skorpoons 1 Triceratops 


1-4 Golewe of Light 1 Djinn 1-4 Sluggoths 100-1000 Rill-kills 
8-32 Orgoyles 1 for 1 opposite 2-12 Lightning 12-468 Bungs 
al: Party Spiders 
1-4 Wyvergons 1-4 Rock Wores 20-100 Sunbugs 2-12 Khorbs 
12-48 Gnorce 12-72 Droon 1-6 Firesnakes 6-48 Trelves 


4-16 Phase Hell- 3-12 Wanshees 4-16 I-ray Besste 1-6 Boogie Men 
Hounds 
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ag FT a A | RANDOM FOG AND MIST GENERATION CHART FOR DUNGEON ROOMS 7s 
a: f 
73 § i a pond Colors Smell Visibility Sounds Special Effects 
° FF | Al ‘4 01 Red No smell varys 1'-10' No Sound **Intense cold 
FE j a i 02 —«-Blue Roses 3° Whistling | **Intense heat 
g Ps i gs Wind 
3 3 4 03 Green Honey 5° Sounds of **Intense humidity 
qi 88 i fa Combat 
ae 
aE iy Se A | coe 04 =©Purple Almonds 7 Weird Music ***Burning, stinging 
yal i = 
5 3 33% 05 = Yellow Lemon 10° No Sound *e*Instant euphoria 
H f R HI af and elation 
~ q iz me 06 White Cinnamon 15' Whistling ***Instant amnesia -- 
3 8 8 q2 -E 4 d 2 Tune 10% permanent 
2 E § by 3.4 07 Grey Jasmine 10' Screams of *Whimsical, weird 
a4 aud 2 7 «4 aq Anger effects 
padaeo SE E tai gh 08 Black Musk 7 Raping swinus 1-6 (roll) to 
FI rhe BRR Soo 3 i $3 ‘a4 = BS Metal all attributes 
8 FEET EEECE ES oo ai Bes 09 = «Bilver Sulphur 8° No Sound *hdd 1-6 (roll) to 
q 3a EEEEE 2 3 RS Bas all attributes 
g gilnise? epeneed® z iE ag" 10 Gold No Smell 3 Wind Chimes Jagtand intense 
See 2. -PBSORR | os 3% 8S id pleasure 
S43 wees BR RI OF - > aye bes 41 Maroon Corned Beef varys 1'-5' Stealthy *Delayed Diarrhea 
gic pees LEEEERE g f aa ES | “i & Cabbage Footsteps 
44292 a2 Baza | aes aa Pas 5 12 Rainbow Coffee varys 3'-7' Bassing Instant aphrodesiac 
a sa* H ater 
zy eps i 13 Magenta Honey & 3 No Sound *Intense incapacita- 
é aA EE | & as Almonds ting itching 
ia ini aga 14 Black & White Dragon Shit 5¢ Distant Bells *Delayed magikel deaf- 
er ne8 ness 
Th d Ee oH 15 Red & Green Putrescence TT matt ling *Drunkenness, 10% 
3 EE ne pass out 
FALSTRASPRAS He Ys oRns a F E 16 Orange Ripe Chi 10° Moans & *Delayed chemical 
Pilidadesadegoeeges ag fee aed sical tees _osheget cen 
R Ek §3 { 17 Lavendar Fish 15' No Sound *Delayed chemical 
34 B blindness 
18 ARES apes i 18 Silver & Gold Vanilla 100% Opaque Unintelli- Delayed acid dis- 
eetaesi os integration 


19 Black & Silver Burnt Meat See entire Bubbling Mud *Delayed action sex 
room change 


20 Ever Changing No Smell varys 1'-20' Voiced *Polymorph to random 
Warnings Monster 


RANDOM FOG AND MIST GENERATION CHART FOR DUNGEON ROOMS 


KEY 


Note: All special effects Dot otherwise annotated are of instant enactment 
and last only so long as the subject is in the room. 


* indicates 1-20 minute delay time, 


*® indicates minus 1-6 off all physical attributes for 1 minute per each 
minute in the room. 


*** indicates effects last 1-10 minutes after leaving room. 


This chart allows dungeon 


ng rooms to have weird and strange effecte with ease 
without annotating the map 


» and allowing for something different each time. 


with 1-20 hours lasting effects (roll). 
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on 
hance per level of dungeon that there is poison on the spear points, That neans 10% chance 


oer starta at one on the 1st level and increases 
a rell af 5 or 6 fails to epring the trap. 


that on the9th level only a or opr: 
seconds (roll) after lst person steps on them, That way half the party 
the floor, 


commensurate with the level of dungeon it’s on, Spider webs with tenants 
beaas etc, cover the exact size of the ceiling trap on 


8 gidea die damage per level te, 3 dice on the 3rd level, 7 dice on the 7th, ste. 
33 1/3 chance of impalement (for double damage) and +2 on the spear “attack” 


on the Sth. 
does one 
Beles turn. 


Fi there tea 


‘just from said fall, 
ed to seo if a trap has sprung. The 


or 
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Red 
points 
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#0 
New MONSTERS 


AIR SHARK; HDt +1 to 2b+1s ACs 5#2) Speeds 18% to 3%" 
“under: 1-20 (more in special phate temtionsye ie A sckadh a 


highly 
ite HD ami 5' in diameter for each said HD. are proof. 
. They are 100K f Their 
rushing attacks bowl over all they hit af their gun site or meee 


BOOGIB MAN: HDs 5+1 to 12+1; ACr 2+; Speed 9° (fly at 27") :Dext, 

Z Always alonefé Liar: 100%) Attacks: 2 kicks for ‘ie Dul6 ote 2 head 

‘or 1-8 to 1-12 each, and 1 bite for 1-16 to 2-24, All hits drain 1-% strength 

bai reaee ne case 82 strength die and becone shadows under the monster's 
trol, Looks: shadowy, s ~winged, horned fanged tmare, 

pcoedd errr confusion, and acid Testatante hy h ae 
pons. . lerical light “burns” it 1 dice per 2 clerical 1: 

en te all but that kind of light at 6 points per turn Tiiekt nies uncoage 

8 objects and uses up to 3rd level magic, Though a class of undead, 1¢ cannot 


Teonaynis HDs M1 to 91) ACs 2+Dext.; Speeds 18"; Dexts 17-20 

A to 20; % Liar: 908; Attacks: 2 claws for 1-8 to 718 ta i bite ter" 
lb to 1-12 (witn 20% chance of 1 life level drain); Looks: 6" to 7” tall ebon 
Pemenoas with flaming red eyes and silver claws and fangs. They wear military 
hy encaieard ane hey a out Shay, can leap 20° to 40° in any direction and 
hate!el ch they ries hem on sight, They are 50% magic resis 


Pogmlumee HDsi+i to 2h+1) ACs 2rh; » 6"5 Dexts always equal to its 


EMERALD a HDs Gti to 1641; Ae 26s; Speeds 12"; Dexts 10-12; mum 
reve wt Lian not intelligent; Attacks: 1-8 peoudepoda (r0i1). rich 
ve 4-40 points of themselves turned to Emerald Oote, The following turn that part 
also adds its om attacks to ite victim, Looks: Like a tuge, pulsing liquid 
wears Day ra per HD, Hotess It is 100% impervious to chopa/cuts, lightning, 
Pighe ) Or Perales; 2s 50% mngic resistant and takes only damage 


ey 


SHOE BAD HD: 5#1 to Ori; AC? 242; 1 10" (15" in water): Dextr 16 to 205 
2 iby Attacks: 2 claws for 424 to 4-40 each and 1 life-level drain, 
If the victim fails to eecape it “eats” 3-18 to 432 points per turn plus 1 life 
level drain, Looks: a giant, translucent crab with huge serrated claws and a 
grinning befanged mouth. Notes: it is a class of undead that inhabits sunken 
cities, ried up ses beds, salton seas, etc, They get a +5 save on clerical 
turn slags, ae 100% fear, confusion, and paralysis proof, Mon-magical weapons 
do not hit le 


GREY 1 HDs Pi to Bris AC 5 to 3s Speeds 12° to 2h"; Dext 16-215 mumbers 
=-26:% Liar: 96%: Attacks: 2 claws for 1-8 to 3-16, 1 bite for 1-4 to 
1-12 (all bitten off 1a immediately eaten) and 1 sting for 1-3 te 1-8 plus 1 dice 
of verom per HD of monster, Hobbits thus atung dissolve at 3-18 per turn (no save) 
all others are paralyzed, Looks: a cross between a ecorpion and a spiga, usually 
9* to 24" long and gun metal grey. Notes: 100% venom or poison proof and only 

take $ damage from acid, fire, and cold. 


HELL HORSE: HD: 6t1 to 10+1; ACt 3 Speeds 18° (fly at 24"); Dexts 12 to 165 

+ ap needed; % Liar: 95%; Attacks: 2 hooves for 1-10 to 3-18 each and 
1 dite for 1-6 to 1-12; Lookss mge skeleton horse with cat-like fangs and green 
flames for eyes. Notes: although undead they get 4) eave versus clerical “turn 
aways.” As undead, only eilver and magic weapons hit then ani they are 100% 
iumune to paralysis, fear, sleep, or life drains, They hate dwarves,always attacking 
thea, 


HELL MAIDEN: HDs Sti to B+iy ACi & Spoats 9%; Dexts 14 to 18; Mumbers 1 to 120 
% Lier: 90%; Attacks: 1 per turn by weapon type plus 1-6 for strength: 

Looka: Voluptous bodies valkyrie like warrior women with bare skull heads. They 

wear chain mail and use shiled, lance, and sword or axe, Notes: only silver or 

magic weapons can hit them (or techno energy weapons). They are 100% immine to 

paralysis, fear, confusion, sleep, charm, or life drains. They ride "Hell Horses,” 

are cannibalistic, and screech and gibber in combat. They are not undead, 


HELL STAR) HD: 12+1; ACs 2+5; Speeds up to 24"; Dext: not applicable; Muabers: 
T-hy % Liar:never lies; Attacker it envelope ite target draining 3 life 

levels initially and 1 per turn thereafter that it stays; Those enveloped go blind 

for as lotg as envelopment lasts ami for 1-4 turns afterwards; Looks: a 10’ diameter 

Dlue white star-like apparition, It is steady light nearly too bright to look at, 

It is a highly intelligent alien life form, 


1 HDs 30 to 50; ACr 2¢1 overall, 2 on belly, 3 on eyestalks) Speed: 
(32 at charge), $ those in water; Dext: 9 to 12) Numbers: 1 to 6; 
% Liar:to stupid toy Attacks: The tongue can reach as many feet as it has HD, it 
wraps stickily doing 1-12 to 2-24 crush (and then hauls those hit into its maw 
next turn for a 6-60 to 8-80 bite), 2 claws for +36 to 550 each or instead 
1 tadl omash for 4-H6-to 6-72, Locka: 60°-120" long reptiles with one eye on a 
long enakey eye stalk, bright green overall, red belly, yellow eyestalk; Notes: 
The tongue can lift a fully armored man and warhoree with no trouble. The claws 
oan they sometines fight 


a 


Seu HD 142) ACs 6 (wings 8)s Speed: 4" (20° Dext, 

to 48; % Liar Som; Attack: t hit for As Splat Des te baie Pirdorial 

Doiscoea darts); Looks: a weird combination of a little goblin, a bit of kobold, 
@ suidgen of bat, Usually dusty grey to black in color, Fairly snail, 

Notes: not very brave, they prefer ambushes, . 4 . 


KOBBITS: HDs 1+1 to 31s ACs 6; Speed: 8"; Dext: 12 t 
17; Nuabere 4 to 46, 
Liar 60%; Attacks 1 as per weapon type (they "i lings i 
Prefer wi 
bn prasied aay balls dipped ia a ics poison): Looks A croee petween a kivold 
: sane nas hairy, usual: ‘brown color s! and blue eyes: Kotest 
ane pat Nos sone oe kobolds, are extremely accurate (+5 attack) with their 


succors, HDi 12+1 to 3661) ACi 7 to 5) Speeds 9” to 16%) Dext 

) to 6; % Liar: to ati toy Attacks: 1 Acid Spit (up to Sore bel Hari 
ieee ao Potency equal to their own HD or 1 swallowing bite for 2-24 to 72 
eo pera aatirt bie poe aay to hit “swallows* where stomach acid dissolves 

=! Per turn)+ Looks: Huge, grey white and yell 

with quiverring black-tipped eyentalke, They stink like a cesspool, Netess ot one 
Dockal x Tcsscs: acid and venors/polson harm it not at all. 

y highly susceptible bede es but are so dumb they continue fighting 1-20 


seecuomt HDs Wi to Sts ACe 3s Speeds & (12" £ Dext: 18-: 
ck 1% Liae:898; Attacks: 2 clava for 1-8 Pun each aie 
6 to 1-10, All hit are paralysed and rot 1 point per turn thereafter. Those 


“burns” them at 1-10 by per aia seid, Polson, or venomn, Holy water 


‘1 HDe i¢1 to 12%35 ACs 3 to 25 Speed: 9 to 1. Dext 

ber: 1 to 40;% Liar: they never lie; Attackay ty wenpon ert claw 
for 1-4 to 1-10, 1 bite for t-4 to 1-8 and 1 sting of 1-2 to 1-4 plus never nore 
than i+1 dice venom; Looks: 9" to 9° tall bright metallic blue, green, or silver 
oar inecct, warriors, erect, resembling a crass between a mantis and an ant but 

ly 2 legs and 2 aras, They usually carry javelins and two-handed swords 
Hotes: they can leap 15° to 30' and do so in battle their javelins at ; 
the top of their arc and landing, sword in hand to strike, They are cold, 
emotionless, and logical, a veritable tug “Mr, Spock.” i 


RED F, HDs 31 to Pty ACa 7 to 6) Speed: 15" to 18"; Dext: 

ae 1-10;% Liar: 658; Attacks: 2 leg hits for 1-4 to ole ease? 

bededaicd 1-3 to 1-8 plus poisen their HDs Looks: Red, velvet furred 

an derrriate? 6 star sapphire 1 eyes and yhlow fangs; Wotess they can leap 
to and nove on ary surface. The venoa only paralyzes elves (=! save) ant 

their favorite food is hobbits, which they always attack first, ° 


2 EDt i#t to Bti; ACt 7 to 4; Speeds 6” (9 in water for swamp saurigs)} 
1G to 13; Mumbers 1 to 30; % Liars WOM; Attacks: 2 claws for 1-4 to 
4-12 each (or by weapon type plus 1-2 to 1-10 for strength or only 1 tail for 1-8 
to 2-16; Looks: 5° to ?* tall reptile warrior race. Of two types, green (yellow 
Bellies), tailed swamp ones, and tan (grey belly) tailless desert ones, They use 
a weapon called Jhang which is akin to astec or pacific islanders awords of ironwood 
with jagged obsedian edges all around, They are 100% unslowable but are highly 
susceptible to sleep spells. 


1 HDs 41 to Bris ACs 5 to by Speeds 2h" (air only); Dexts 16 to 1% 
bert 1 to 20; % Lian:20%; Attacks: 1 tail slash for 1-8 to 3-18 plus a 
paralyzing poison equal to their HD. Looks: Grey blue manta ray like shape with 
wickedly barbed tails and one golden, pupiless eye, Notes: their "eye" is more 
akin to radar (al? attacks are +41), They are actually fungoid, not animal, in 
nature and due to auch are 100% impervious to charm, sleep, paralysis, confusion, 
and fear, Upon death they send out a spore cloud 30' in diameter. All breathing 
it become "host" to its "seed" with predictable results in about 3 months, 


SPA: HD: 5+1 to 24+1; AC: 2 to 2+5; Speed: 16" to 36"; Dext: 18 to 24; 
Numbers: 1 to 4; % Liar: 95%; Attacks: 2 leg hits for 1-4 to 3-36, 1 bite 
for 1-6 to 4-48, plus a parelyzing venom that is 1/2 of the Spiga's HD 

or 1 web (a 25' to 90' long by 15' to 45' wide cone). The web will hold 
anything caught in it equal to its own HD plus 50%. Looks: Metallic sil- 
ver, gold, or blue giant armored spiders. Notes: They are 50% magik 
resistant, 100% lightning, fire, poison/venom, and paralysis proof. 

Cold does 50% more damage. They are cruel] and intelligent and hate humans. 


TENG: HD: 1 point; AC: 245; Speed: 48"; Dext: 20; Number: Swarms of 10 
to 10,000; % Liar: Too stupid to; Attacks: They fling themselves toward 
any warm or moving target attacking like living crossbow bolts (heavy), 
destroying themselves on impact; Looks: 4" to 7" long black arrowhead 
shapped winged beetles; Notes: They always attack, are 100% fear proof. 
Smoke confuses them and makes them torpid. 


THE HELLTIDE: HD: 1 point; AC: 8; Speed: 6"; Dext: 15-18; Number: A veritable 
Tiving wave, always in the thousands; % Liar: Too stupid to; Attack: They 
swarm over their victims going for eyes, ears, mouth, etc., first. Each 

can bite and sting for 1 point each every turn. They can devour 10 lbs. 

of a dead being per each 1,000 there; Looks: Bright green 3" to 9" long 
army ants; Notes: Absolutely 100% fearless; sleep and charm proof. The 
sound of the "tide" is like a gentle whispering. 


THERMITE: HD: 5+1 to 9+1; AC: 3 to 2; Speed: 9" (1" per minute through rock); 
Dext: 12 to 16; Numbers: 1 to 36; % Liar: 50%; Attacks: 1 bite for 3-18 to 
3-36 plus 1-12 fire damage; Looks: Glowing reddish yellow, red hot giant 
warrior termites; Notes: Their mere touch does 1-8 points heat damage. 

They are 100% lightning and fire proof. Cold does double damage. 


THUNDERBUNNIES: HD: 1/2 to 1+1; AC: 6; Speed: 28"; Dext: 14 to 18; 
Numbers: 100 to 100,000; % Liar: 100%; Attacks: 2 kicks for 1 each, 1 bite 
for 1-3 (which is diseased: 1-3 turns after bite the victim gets dizzy, has 
blurred vision, -3 off all attributes); Looks: Crazed, foam-mouthed jack 
rabbits; Notes: Travelling in vast herds, their sound is like distant 
thunder. They roar in combat and are 100% fear and confusion proof. 


Like land pirhanas. 


oF 
+ HD: 9 to 12; AC: 2; Speed: 10" (12" at charge); Dext: 10 to 15; 

Wibvere: "23 8,*S 221.4 79%; Attacks: 3 dites for 4-24 each, 1 kick for3-19 | 

(every other turn), and 3 stings for 1-4 plus 8 dice venom each; Looks: Bright 

blue 3-headed (and tailed) wyverns; Notes: Non-edged weapons do 1/2 damage. 
t 
i 
i 


NROAT: HD: 441 to 7#1; AC: 6 to 4; Speed: 12"; Dext: 9 to 14; Number: 3 ; 

% Liar: 60%; attacks: i bite for 3-18 to 3-36; Looks: Mutational cross detweet’ 

thed can tear eee iles, ne earning the nickname "Jumping Jawa"! Notes: 
‘OF every in size, They are 1: bd f 

1/2 damage from acid, venom, or poison. if On) Tish Beogtaaod take 


FEVERGON: HD: 7+1 to 9+1; AC: 243; Speed: 9" )12" at charge); Dext: 9 to 13: 
Numbers: 1 to 8; % Liar: 65%; Attacks: 1 bite for 3-18 orf premen (4p'to ai 
cone) that stones all hit and 1 kick for 2-16 every other turn; Looks: Chunky, 


silver and brass colored, wingl i z 
oe earnibeen, + Wingless wyvern; Notes: They cannot be stoned, slowed, 


YELLOW PERIL: HD: 3+1 to 7+1; AC: 6 to 4; Speed: 15" to 18"; Deat: 17 to 22; 
: i a 4 . 

Br nig. 22 20; 8 Liar: 908; Attacks: 1’bite for 1-4 to 1-8 or 1 acid spray 
(15! x 15' to 30' x 10' cone) and 1 snake-like constriction for-1-10 to 2-20. 
The bite venom is always double their own HD; Looks: Bright yellow, green-eyed 
and black-fanged giant centipedes. They emell like burnt almonds; 
They can move on any surface and are 100% acid resistant. 
age from venoms/poisons, 


They 


(Note: % Li itted they 

: ar om as they are mindl: . 

pleo ceitted,) iv m ess, Looks are aleo obious and so 
Type: SILVER; HD: 88 points; AC: 2+1; Speed: 6"; Dext: 12 to 15; Number: 1 to 
10; Attack: 1 hit for 4-40 Plus 1 lightning bolt for 3-36 (10 times /day); 
Notes: 100% lightning, paralysis, sleep charm, and confusion proof (as are 
ll metal golems). 


Type: GOLD; HD: 110; AC: 2+2; Speed: 5"; Dext: 9 to 12; Number: 1 to 8; 
Attack: 1 hit for 4-48, 1 cone of fire for 4-40 (5 time day), and the’ 
ist strike turns whatever it hits to solid gold! Notes: 100% fire, etc., proof. 


eats rtrd eats poste: ag 2+4; Speed: 6"; Dext: 10 to 14; Number: 1 
Hy ack: or 5-50 and 1 Paralysis Ray (60' long by 5' wid 
7 times/day); Notes: 100% “slow, etc., proce vt ala MAGE AEB te 


Type: ADAMANTINE; HD: 120 points; AC: 245; Speed: 5"; Dext: 8 to 12; Number: 
1 to 6; Attack: 1 hit for 7-56 and 3 times a day a 45°x5! disintegrate ray; 
Notes: 100% disintegrate, etc., proof. 


Type: ORICHALCUM; BD: 150 points; AC: 2+7; Spéed: 4"; Dext: 8 to 10; Number: 
1 to 6; Attack: 1 hit for 7-70 and can spray 10 dice of acid in a 36'x9' cone 
up to 5 times a day; Notes: 100% acid, ete., proof. 


Type: SHADOW; HD: 56 points; AC: 2¢4; Speed: 9"; Dext: 12 to 15; Number: 1 to 
12; Attack: 1 hit for 1-12 that also causes fear and confusion for 1 to 10 
melee turns; Notes: All non-magikal weapons can't hit it, but light does 1-6 


points per level of its casting. It is 100% immune to all except fire or | 
“Light” based attacks! 


Type: LIGHT; HD: 56; AC: 2+5; Speed: 12"; Dext: 15 to 18; Number: 1 to 10; 
Attack: 1 hit for 1-12 that also blinds for 1-10 melee turns and paralyzes 


(A save means victim is slowed); Notes: Just the opposite to a shadow golem. 
Only darkness or cold type attacks hurt it. = 


mr. 


XII. 


Hargrave's 
DEMON LORE 
General Data 


All demons have infra-vieon barr ha 10" 3 pore < eas 

ir everything within 1: ess of obstruc: \° 
Leet ec cavine rolle equal to dcutie theit hit dice, on the most favourable 
table (1.e., a 6 dice denon rolls like a 12 dice monster). = 
x Demons roll hit dice pointe on 10 sided dice, Greater Demons roll on 12 sided 
dice, Major Gods use 12 sided dice and 3 pips per die. 
Lesser Deomons are 90% cheotic and 10% neutral. but Greater Demons have no such 

atrictione, they are whatever t sire to be. 

Senne eannot be Frightened ‘and usually attack everything on sight (90% chance) 
including others of their own kind (75% chance). 
Conjuration of demons requires that those doing so be of equal level to the type 
called. Chance of control is: at Parity, 10%; plus 1 level, 15%; plus 2 levels, 
20%; plus 3 levels, 25%; plus 4 levele, 30%; plus 5 levels, 40%; and up 10% theresfter. 
However the % of control probability is halved vis-a-vis Greater Demons. Maintaining 
control ires 100% concentration: 
Renenber, once concentration/control is broken, it cannot be reestablished, BY ANYONE! 
for 24 hours. De-controlled Demons are mad Demons. 
Demons never check morale and although preferring to be alone, they will tolerate their 
own (demon type) kind, if, and only if, they are conjured together (still 20% chence of 
fighting), otherwise section VI previale, and Katey bar the door: 
All demons regenerate as trolls but 50% f. t (lesser) and 100% faster (greater) end 
they cannot be killed, only dissipated (all points gone and constant bombardment/ 
attack for 6 consecutive melee turns so they can't regenerate, then thay dissipate back 
to "hell"), unless, after having all pointe destroyed, a successful exorcism is carried 
out by the appropriate level cleric. The only exception to this rule is Lesser Demons 
hit by nuclear explosions, phasers or other technological energy weapons including 
power vhips) for pointe lost that way are un-regeneratable: 
Only magic weapons hit demons, the only monsters that effect Demons are Dragons and 
Balrogs (or other demons, etc.), and the “stoning” effect of medusaes only, or shadow 
Titans hits (don't drop life levels, just does hit damage). [Blementals, Djinns, 
Efreeb hit et one-helf attack value, Golems at one-quarter.) 
Greater Demon treasures are: 250,000 to 500,000 Gold, 100,000 to 1,000,000 electrum, 
$00,000 to 5,000,000 Silver, 10,000 to 100,000 platinum, 1,000 to 10,000 mithril coins, 
100 to 3,00 gems, 50 to 500 jewelry and 10 to 30 Lesser and 1 to 10 Greater, magical 
items as well as 1 to 3 artifacte--Lesser Demons generally have 10X to 20% of the above 
listed treasure. 
Demons alwaya get 100% of hit dice points (like ancient Dragons), you just roll to see 
how many dice it is! 


Special Information 


20th level Patriarchs have a 10% chance of turning away Lesser Demons; end that goes 
up 2% per level thereafter. 
530th level Patriarchs have a 5% chance to turn away Greater Demons and that increases 
1Z per level thereafter. . 
Greater Demons alvays have at least 5% chence of not turning sway’ 
Below are the known Demon (Lesser) types 

a. Wind Demons 


DEMON LORE (con't) 


hh, Thare are of course, single (non-typed) Lesser Demons (1 ag 
‘Bosk is an example). THE aL 
XVIII. fin sypes 4th level end below (3rd level for Clerics) automatically flee in meas = 
Leseer Demons (roll save uc fear, fail and run, make save and be paralyzed with Number imary average (F.) 


fear or pass out from fright!) 


KIX. All types Sth level and below (6th 11 
a ae | iS evel for Clerics) flee, etc. as above in XVIII 


Pr: 
of Plane Iphabitente Atmosphere Temperature— Terrain, Looks, Notes, etc. 


XX. Demon attacke, like saving rolls, are under the tabl. 
6 5 + are e that ia double their hit dice ist Barth Carbon Mon- 130° Copper colored sky, ragged 
(6 dice demon © 12 dice attack table!). Demons oxide, hum- basalt, lava flows, dark, dry 
* ans die in earth, No plant life of any 
1-3 minutes kind. 60 hour day, no moon, 
golden aurora at night masks 
the stars 
and Bea High in ni- 80° Planet is 88% deep green, 
Demons trogen, but salty, warm water, with pale 
. breathable sea green sky, 3 moons, wild 
by humans tides, a 25 hour day, and 


frequent storms and typhoons. 
Islands are heavily jungled 
with metallic silver plants. 
The world teems with vora- 
cious life, all hungry, and 


most large! 
ard Fire Super heat- 350° Bare, blasted rock, one side 
Demons ed argon, always facea the sun, 60 that 
' * humans die cyclonic winds prevail all 
instantly the time, lightside to dark 
and back. Black sky, one 
coppery moon. 
4th Wind Very high in 55° Endless deserts with occasion- 
Demons neon and xen- el oasis of flame. Red veg- 
* on but breath- etation (the sands are gener- 
able by humans ally shiny black). 3 pale 
up to 4 hrs. red moone in the violet sky. 


Silver clouds. There are no 
bodies of water above ground. 
Mountains of basalt and gran- 
ite criss-cross the continent 
rising to 50,000 feet. 25 


hour day. 
Sth Right Slightly more o° Snow covered (patchy) metallic 
Demons carbon dioxide blue, green, black, grey rock 
* than Earth but and/or sand. Black sky; © 
atmosphere al- nova cloud fille 2/3 of the 
most gone: hu- sky; the sun is permanently 
mans last 10 1/2 below the orizon (po ro- 
minutes or_less tation) and is a big hemi- 
without oxygen sphere of black spotted red 


(it's dying). Mountains rise 
to 35,000 feet and pools of 
liquid wercury fill crevasses 
and holes everywhere. 


6th 


7th 


oth 


11th 


Primary 
Inhabitants 
Storm 
Denons 


Lightning 
"Blementals" 


Shadow 
Titans 


THE 21 PLAWES OF BRL 


(ont inued) 


Atmosphere 


High in o- 

gone (humans 
get headach- 
es). Breath. 
able anyway. 


High in 
drogen ig 
helius, bhu- 


mans die in 
1-6 minutes. 


Oxygen rich 
(humans get 
“the raptur- 
es") but 
breathable 
nonetheless. 


Righ in o- 
zone, argon, 
and carbon 
dioxide. 
Bumans die 
in 1-10 min~ 
utes. 


Highly radio- 


active, an 


Average (F.) 
Temperature 


ago 


75° 


65° 


~225° 


airless vacuum. 


High in sul- 
phur dioxide, 
but humane 
can breathe 
it (up to 25 
hours). 


115° 


Terrain, Looks, Notes, otc. 


Snow-covered tundra leading 
up to pine-like forests on 
Gountainsides, deep blue sky, 
2 silver moons, 28 hour day, 
winds blow constantly, 30 to 
5O mph average. 


Lichen, slime and mose cover- 
ed rock, grassy, spinelike 
mountainsides, muddy brown 
sky, hot, moist, and rainy 
most of the day (20 hours), 
oO moon, mushroom and fungus 
foreste. Stinks. 


Beautiful, edenlike, rolling 
hills, greenery everywhere. 
Sparkling rivers, cr 
blue seas, pale blue sky, a 
single silvery moon, 24 hour 
day. But an enzyme kills 
humans in 1-7 days. 


Carbon "mountain" spines, 
30,000 feet high or more. 
Silver grey sky, 30-70 mph 
winds, lightning leaping from 
spine to spine at random, 30 
hour days. 11 small moons. 
Ground is highly charged, and 
could kill the unwary. 


Bleak, blasted, melted swiris 
of rock, shattered mountains, 
H-bomb craters, etc. Blue 
glow and multi-colored auro- 
rae everywhere. Rings like 
Saturn (destroyed moon), no 
rotation. 


Jurassic swamps, bogs, rivers, 
and aumerous shallow but not 
very salty sea Fern for- 
ests. Dinosaurs and velcanos 
abound. 2 large moons (yel- 
low and blue). Frequent met- 
eor showers. Very noisy. 


Number 


of Plane 


12th 


13th 


14th 


isth 


16th 


17th 


18th 


Primary 


Inhabitants 


Sun 
Demons 


Ice 
Demons 
* 


Hell 
Cats 


Fire 
Fiends 


Acid 
Piends 


The 
Black 
Wind 


Windgos 


THE 21 PLANES OF HELL 


(Continued) 
Average (F.) 
Atmosphere Temperature 
Mostly neon, 178° 
humans die 
instantly, 


if not sooner! 


Methane, some -180° 
ammonia. Hu- 
mans die in- 


stantly. 


Pull of bac- 77° 
teria so that 

even though 
breathable, 

humans die in 

1-5 days. 


Mostly kryton, 150° 
helium. Humans 
die in 1-4 


minutes. 


A gaseous form 140° 
of sulphuric 

acid, humans 

die (horribly) 

in 1-10 minutes. 


High in nitrous 35° 
oxide (laughing 
gas), but breath- 
able by humans 
11-12 hours. 


High in carbon 22° 
dioxide but 
breathable by 
humans 1-10 

hours. 


es 


Terrain, Looks, Notes, etc. 


Entire world looke like silver 
foil, most are instantly 
blinded by the reflected 
glare. No moons. 27 1/2 hour 
day. Swirling aurora, elec- 
trical storms, jagged terrain. 


Swirling methane snows, rivers 
of ammonia, lightning split, 
deep putple skies. 7 golden 
moons, rounded but chasm-split 
ground. 48 hour day. Occa- 
sional mountains of pure gold, 
8-10,000 feet high! 


Strange brase-colored jungle 
world, pink sky, 3 orange 
moons, lots of huge lakes, 
amall fresh water seas, riv- 
ers, etc. Few mountains (sel- 
dom over 10,000 feet). 

25 1/2 hour day. Light wist- 
ing rain a lot. 


Glassy, green, emooth, 0 
mountains (only small humps 
and bills), pale, gold sky, 

no moon. This planet wa 
burned off by energy beam 
weapons in an interstellar war 


Pools of acid (various forms), 
acid rains, pitted, eroded, 
brittle networks of spidery 
rock shapes. Lightning 
flashed conatantly. Iron 
grey, always cloudy sky. 32 
hour day, no moon. Pure death 


Blue-black eky, moonless, 
blasted futuristic cities, 
space ports, etc. Most vege- 
tation is petrified, the seas 
teem with mutated, saurian or 
crustacean type life. 22 1/2 
hour day. Red auroras at 
night. 


Carnellian, sardonyx, chryso- 
phase mountains. Brooks of 
liquid gold color (not water), 
rainbow skies, crystalline 
trees, truly beautiful, ® 
pale violet moons, 36 hour 
day. Cold, constant wind that 
"chimes" through the crystal 
trees. 


ist 


Primary 
Inhabitants 


The 
Creeping 
Doom 


Star 
Demons 


THE 21 PLANES OF HELL 
(Continued) 


A 
AtaSephace: verage (F.) 


Breathable 60° 
by humans, 

but smells 

80 bad most 

can't stand 

it for 1-10 

minutes. 


100% radio- 
active nitro- 
gen trioxide. 
Humand die 

in 1-3 minutes. 


-100° 


Extremely 65 
radioactive 

but breath- 

able atmos— 

phere. Humans 

die in 1-10 

hours. 


* Indicates the "best known" Demons. 


Temperature 


Terrain, Looks, Notes, etc. 


Proto-earth, 4 billion years 
past, soupy hot seas, volcanic 
action, trilobite type life, 
protoplasm pools, etc. Steel 
grey skies, 1 moon, raings a 
lot. The insects on land are 
BIG! 25 hour day. 


Fantastically shaped (by near- 
ly constant winds of 60-90 
mph) rock, mountains, clay. 
Seas of liquid nitrogen, 
glowing hydrogen gas clouds 
(yellow-green), ochre sky, 

29 hour day, 4 coppery moons, t 
huge billowy fungus forests. H 


The Greater Demons are muta- 
tions. The world is full of 
wrecked (H-bombed) cities, 
dark red mutated‘seas, kaleid- 
ogscope sky, evilly blue 
Glowing moon, 24 1/8 hour day. 


“The Mage Strikes Back’ 


LESSER DEMONS 
(HD indicates full 10 sided dice’ values) 


type: WIND DEMON; HD: 8 to 10; AC: 2; Speed 9" (36" flying); Dext: 16 to 20; 
Numbers: 1 to 4; Attacks: 4 claws at 3-18 each; Looks: 7' to 8' tall, emoothe 
skinned humanoids a bright electric blu lor with batwings of pale, trans- 
lucent gold, and four silver eyes equidistant around the head. When angry, 

tiny sparks crackle all over him; Notes: 100% invulnerable to all djinn attacks, 
takes 1/2 damage from lightning, wind, etc. They get a +3 eave versus confus- 
ton, +2 versus flash/blindness, and +1 versus disintegrate. They can use lst 
jevel magik and their greatest enemies are earth demons, which get +1 attack 
and defense against them. Their favorite food is elf meat, which they love 


dearly. 


Type: ICE DEMON; HD: 8 to 10; AC: 2; Speed: 8" (10" flying); Dext: 10 to 15; 
Rumbers: 1 to 6; Attacks: 2 claws for 2-20 each plus 1-10 intense cold damage, 
and 3 times/minute they can breathe a 3-36 cone of cold 30'x10'; Looks: Smoothe, 
snow white, 7' to 8' tall humanoide with translucent, ice-like bat wings and 

3 eyes like chips of ice in a pyramid formation over their long-fanged mouth; 
Notes: 100% impervious to cold, paralysis, and slow spella. They take 1/2 
damage from acids, but fire does 50% more damage. They can create walls of ice 


at will, use lst level magik, and can drop the air temperature per turn to 
a -180° maximum in a 30' diameter area around them. Inside that area, or in 
other intensely cold places, they get +2 to all their attributes. They hate 


titans and war constantly with them. Their favorite food is amazon meat. 


Type: FIRE DEMON; HD: 9 to 12; AC: 2+1; Speed: 12" (24" flying); Dext: 17 to 20; 
Numbers: 1 to 3; Attacks: 2 claws for 4-24 each plus 2-12 fire damage; Looks: 

7’ to 9' tall reptillian-looking humanoids, bright scarlet, bat-winged, two- 
tailed, horned and befanged, with two eyes like pita of deep space and violet 
flames dancing over their bodies; Notes: The air ia 200° in a 10' radius around 
them. They can use up to 3rd level magik, and create 10 double-sized walls of 
fire per day in any number from 1-10. They are 100% fire and sonics proof. 
Lightning and acid do 1/2 damage, but cold or water do 50% more damage. Every 
third melee turn they could breathe a 30'x10' cone of fire for but very 
seldom do (die roll of 18 to 20), their egos demanding they 
their foes. They can aleo throw 5' diameter, 8 dice firebal 
melee turn, and do so occasionally (die roll of 14 to 20), and can leap 35° in 
any direction. They can create mireges (illusion) at will, and heat the air 
in a 30° diameter area around them 20 /melee turn to a 400° maximum. They 
bate all other fire-based beings (salamanders, efreets, etc.), and attack them 
on sight. Their favorite food is elf hearts. 


Type: EARTH DSMOW; HD: 10 to 12; AC: 2+2; Speed: 6” (34° through the earth); 
Dext: 8 to 13; Numbers: 1 to 6; Attacks: 4 claws for 3-30 each, and all bit 

rot at 1 per melee turn thereafter; Looks: Mottled earth colors, lumpy headless 
boulder-shaped body with 4 legs and 4 arms, about 8° tall. There are eight 
irregular copper-colored eyes at random on its body; Notes: 100% impervious to 
sonics, fire, cold, and confusion. Lightning and acid do 1/2 damage, but water 
causes him to "melt" at 1 die per 100 gallons of water. They can use up to 

and level magik, and when in contact with raw earth or rock, all attributes 
are +3! Clerical magik gets +2 attacks on them, so they hate clerica most of 
all, attacking them on sight. Their favorite food is ent hearts. 


LESSER DEMONS 
(Cont'd) 


Type: SEA DEMON; HD: 8 to 10; AC: 2; Speed: 6" (36" in water); Dext: 13 to 16; 
Numbers: 1 to 8; Attacks: 2 claws for 2-20 each and 1 bite for 1-8 plug 4-24 
Points of venom which paralyzes all but elves and undead, which it dissolves 
at 2-15 pbr melee turn; Looka: 7' to 9' tall, fish-like humanoide, 


paralysis, and confusion. 
sonics do 50% more damage. On dry land they lose 1 off all attributes every 8 
melee turns until unconscious. They are frequently accompanied by sharks or 

schoole of barracuda, or other nasty Sea creatures. 
they will do anythi; 
frequently use @Bagik up to 3rd level. 


Type: THE DEMON LOCUSTS; HD: 6 to 10; AC: 2 (body), 4 (head); Speed: 9" (18" 
flying); Dext: 7 to 12; Numbers: 1 to 10,000; Attacks: 3 claws for 2-12 each, 

1 bite for 1-¢ Plua 4 dice poison and 1 eating for 1-4 Plus 8 dice poison that 
blinds and paralyzes all but hobbits, which are not affected in By way. Looks: 
8* to 18° long, vaguely locust-shaped, silver and gold-banded es with beau- 
tiful, long-blond-haired and blue-eyed human heads. They smell like putrescent 
meat; Notes: Once committed to an attack, these near-brainless demons do not 
stop attacking until their target is 100% eaten! They are 100% immune to fear, 
stoning, and Poison/venom. They take 1/2 damage from fire, lightning, and acid, 
and cannot be Paralyzed or slowed. They are highly Susceptible to confusion 
(-4 save), and cold does double fe to them. They belong body and soul to 
the greater demon “Abbadon”, and “gate” to him at his command. All those he or 
the locusts kill become locusts th: elves! They are true omnivores, and will 
eat anything from flesh to steel! 


Type: NIGHT DEWON; ED: 10 to 12; AC: 244; Speed: 12" (24" flying); Dext: 16 to 
20; Numbers: Alwa: one; Attacks: 2 claws for 4-24 each, 1 sting for 1-8 plus 
blasts 4 life Tever (onl; 

melee turn it can breathe a 15'x3' black flame that does 6-60 points, blasts 2 
life levels, and causes those hit to rot at 3 per minute thereafter. 
pressed, thrice daily they can exude a 60' diameter cloud of 100% opaque (except 
to them) black poison ges. 


are 100% inmune life drains, lightning, Paralysis, and stoning. 
poison/venom and fire do 1/2 damage, but they get -2 save versus disintegrate. 
They can, and do, use up to 4th level magik, and fear “holy water", for it burns 


Their favorite food is virgin's blood. 
tres under their control. They are 100% invisible at night or in shadows or 
dark places. 


Type Known Names (callable by spells) 


Wind Demons Tring, Lingaat, Vingyth, Arshing, Myring (female), Sondving, 
Olaving 
Ice Demons Ryobar, Manobar, Lukobar, Thandobar, Frundobar, Vardobar , Alcobar 
Fire Demons T'Skree, Turaag, T'Kraar, T'Vroon, T'Chreen, T'Vraalk, T'Luur 
(female?), T’Skaand 
Earth Demons Gnoth, Gnorr, Gnuld, Gnorg, Gnumra, Goulth, Gnayla, Gnymba 
Sea Demons Urog, Uralth, Urong, Uragg, Urga, Urvos, Urnaat, Mithrom (now 
a great somon?? ace re a is ‘ 
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